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INTRODUCTION 


Welcome to WHITE METAL, a guide to 
the fastest developing facet of wargaming - 
tabletop gaming with miniatures. This entails 
using plastic or metal models or miniatures, 
representing tanks, soldiers, guns, ships, or 
aircraft, to recreate historical or fictional 
military conflicts, also called wargaming or 
military simulations. 

The two most well known fields of 
Miniatures gaming are the Napoleonic and 
Ancient eras, in which players line up ranks 
of immaculately painted metal figures and do 
battle. World War Two miniatures gaming is 
also popular, since plastic models of tanks 
and infantry are readily available in all toy 
and model shops. But over the past six to ten 
years, there has been a new trend developing 
in miniatures wargaming - fantasy and 
science fiction games have grown quickly to 
become the two most popular 
fields. Inspired by novels such 
as THE LORD OF THE 
RINGS, by J.R.R.Tolkien, 
players can now field armies of 
orcs, elves, dwarves, and men, 
and in a test of mental prowess 
and co-ordination, can pit their 
armies against other players. 

Probably the most appealing 
aspect of miniatures gaming is 
that it has so much more visual 
appeal than playing traditional 
board wargames, using only flat 
1/2’ counters to represent vari- 
ous military units. There is no 
comparison to seeing phalanxes, 
lines, and columns of beauti- 
fully painted and based minia- 
tures. Three dimensional play- 
ing pieces, pleasant to the touch 
and eye, have so much more 
appeal than cardboard counters. 
Many miniatures gamers are 
also by nature modellers, and 
they take immense pride and 
pleasure in spending countless 
hours in preparing their histori- 
cal, fantasy, or science-fiction 
miniatures. To use unpainted 
figures is considered the unforgivable sin in 
the field of miniatures gaming. 

Of course, board wargames have certain 
advantages over miniatures gaming. There is 
no time cost in having to prepare and paint 
dozens or hundreds of pieces; they take up 
less than ten percent as much cupboard space 
as do miniatures; they are much cheaper, and 
of course, not all people have the patience or 
skill to paint dozens of figures. 

Miniatures gaming is very involved, with 
each game system using a rulebook to 
resolve all aspects of the game; these 
tulebooks commonly have over one hundred 
pages of rules. 


This book, WHITE METAL, has been 
designed as a guide to playing fantasy and 
science fiction miniatures gaming, though we 
have included reviews on game systems for 
all periods, including World Wars One and 
Two, Napoleonic, American Civil War, and 
of course, sciepce fiction and fantasy. 

In order to be a useful help in fantasy and 
science fiction gaming, this book contains 
black and white photographs of hundreds of 
commercially available figures. We have 
done this so that players may be able to see 
what figures are available, rather than just 
seeing price lists that give no real indication 
as to what figures really look like. Players 
attempting to create a fantasy army, for 
example, will already have definite ideas as 
to what style of figures they desire, and with 
this guide to miniatures gaming, can now 
find exactly which figures match their pre- 
determined concepts. 


HOW TO GLUE METAL 
MINIATURES 


One problem which automatically faces 
all miniatures gamers, is how to stick those 
troublesome metal figures together. Many 
think that superglue will do the job, but 
experience will quickly show otherwise. 

The best technique of sticking metal 
figures together requires a tube of two part, 5 
minute Araldite and plasticine. Use these in 
the following steps: 


() Step 1 
Trim any flash off the figures, and check 
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to make sure that the parts fit together. If not, 
use a scalpel or modelling knife, or fine files, 
to further trim the pieces so they fit together 


properly. 
Step 2 


Now make a small (or whatever size 
necessary) ball of plasticine, and use it to 
hold the two separate model parts together. 
That is, fold and press the plasticine around 
the model sufficiently to hold the pieces 
together. (If the model has several pieces, I 
recommend sticking on the pieces one at a 
time.) 


LJ Step 3 

Mix up a desired quantity of two-part 
5-minute Araldite, carefully pull away one of 
the two model pieces from inside the 
plasticine ‘‘jacket’’, coat each section to be 
glued with the Araldite, and then place back 
into the plasticine so that it fits in against the 
other piece of the model. Now 
press and fold the plasticine 
back in again so that it holds 
the pieces together. 


1 Step 4 


Allow five to ten minutes 
for the glue to set, then pull 
away the plasticine, and use a 
modelling knife to carefully 
scrape away any plasticine 
which got stuck on the glue. If 
the model has more than two 
\, pieces, complete these four 
“steps again and again until 
completed. It is advised to give 
the model an additional ten or 
more minutes before attempt-_ 
ing to paint it. 


A QUICK 
PAINTING 
GUIDE 


There are an infinite num- 
ber of methods to paint figures, 
and there is no perfect method. 
It basically depends on how 
much time and effort you wish 
to expend. Of course, if you don’t wish to 
expend any time or effort, then simply pay 
someone else to paint the figures for you. 

But please remember this most impor- 
tant rule: It is an unacceptable sin to use 
unpainted figures in your games! 

Miniatures gamers often compete with 
each other to see who can do the best paint 
job on their figures, and such competitions 
are very healthy to the hobby and should be 
encouraged. 

When painting metal figures, it is recom- 
mended that you first undercoat the figures 
in a turpentine based paint or primer, as if 
you paint acrylic directly onto metal, it tends 
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to rub off again easily. However, a coat of 
some form of matte clear sealer would 
remove this problem. I recommend Ral 
Partha acrylic paints for all painting, as they 
are thick and paint evenly, mix easily, dry 
quickly, and come in a huge range of colors. 

Below I will now present three painting 
techniques, one to use when painting Mechs 
for FASA’s BattleTech game, and two to use 
when painting infantry or cavalry (monsters 
or aliens) of any period, fantasy, science- 
fiction, or historical metal figures. 


The "Black Wash" Mass 


Painting Technique 


When faced with the task of painting 
hordes and hordes of infantry and cavalry, 
some gamers are not willing to paint each 
individual figure as though it is an ornamen- 
tal masterpiece, but would still like their 


figures to come 
out looking 
appealing to the 
eye. Well, there is 
a technique which 
will accomplish 
this, as set out 
below: 


Step | 

All metal 
figures should be 
undercoated or 
primed with a tur- 
pentine based 
paint (either pain- 
ted on by hand, 
or by using a 
spray can or air- 
brush.) Ral Partha 
Spray White Pri- 
MM) aT. k # 
RAL77725, could 
be used for this, or any Humbrol or similar 
turpentine based paint can. 


Ci Step 2 


Using Ral Partha acrylic paints, now 
paint each figure in whatever colors you 
desire. But do not worry about mixing shades 
of different colors, simply paint each area 
one base color, and that is all. If painting 
imregular troops such as barbarians or feudal 
levy, try to use different colors or shades on 
different figures. (Ral Partha colors include 
several shades of each color, there are over 
nine different blues available for example.) 

eg paint the hands and faces flesh, all 
armor and weapons silver, trouser tunics 
green, and upper tunics blue, but don’t try to 
shade any of these. 

Allow an hour to dry before going onto 
Step 3. 


Step 3 

Buy a can of 
Humbrol Matt 
Clear, # 49, and 
Humbrol Matt 
Black, # 33. 
Using a_ small 


palette, pour in a 
small quantity of 
matt clear, and 
then mix in a dab 
of matt black, so 
that the clear is 
now a murky 
transparent black. 
Alternatively, you 
could simply mix 
a small amount of 
black into the 
entire can of Matt 
Clear. (Be careful 
not to put too 
much.) 


Now paint the entire figure liberally with 
the wash, and let it dry naturally. (Should 
take around an hour.) The black wash will 
congregate in all folds and groves on the 
figure, highlighting all details, and making 
the figure look -as though you spent several 
hours on it. 


The Detailing Painting 


Technique 


Regardless of how many figures they 
have to paint, many players wish to make 
each one an art form. If so, I recommend the 
following technique: 


Q Step 1 

All metal figures should be undercoated 
or primed with a turpentine based paint 
(either painted on by hand, or by using a 
spray can or airbrush.) Ral Partha Spray 
White Primer could be used for this, or any 
Humbrol or similar turpentine based paint. 


(3 Step 2 

Using Ral Partha acrylic paints, select 
three shades of each color to be used, one 
dark, one middle, and one light. There are 
usually six to nine shades of each Ral Partha 
color, so no mixing is necessary. Paint each 
area of the figure in the middle shade. Then, 
using a sable, short haired OOO brush, 
carefully paint the darkest shade in each fold 
in the clothing, or recessions in the armor. 
This is called shading. Then take the lightest 
shade, and again using a fine brush, carefully 
paint only raised parts of the tunic or armor. 
This is called highlighting. Then paint in 
details such as whites and pupils of the eyes, 
any unit insignia, shield designs, and so on. 
Again, even with shield designs, each color 
should have a lighter or darker (or both) 
shade of the same color touched to it. 

In some cases, a miniature will have 
areas that are so uneven that you cannot 
paint the recesses in a dark shade after 
applying the middle shade. In which case, 
paint the area in the dark shade first, and 
then do two layers of highlighting, first with 
the middle shade, and then sparingly with the 
light shade. 


Mech Painting Technique 


The following is a quick and effective 
method to use when painting Mechs for 
BattleTech. 


(3 Step 1 

All metal figures should be undercoated 
or primed with a turpentine based paint 
(either painted on by hand, or by using a 
spray can or airbrush.) Ral Partha Spray 
White Primer could be used for this, or any 
Humbrol or similar turpentine based paint. 


(3 Step 2 
The Ral Partha BattleTech Summer and 
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Autumn colors are the best to use. Basically, 
three colors will be used on each mech, some 
combinations of which are given below, and 
each set of three colors will include one 
dark, middle and light color. 


First paint the mech completely in the 
dark color. Then take a moderately sized 
brush, such as the Ral Partha chisel edge 
brush, dip it in the middle color, wipe most 
of the paint off, and lightly ‘‘dry brush’’ the 
whole mech with this color, so that the 
darker color will only be visible in cracks 
and recesses. Then using the same sized 
brush, dip it in the lightest color, wipe off 
nearly all the paint, and lightly dry brush 
only a few selected areas. 


Dark Color Middle Color Light Color 
RAL77740 RAL77740 RAL77740 
Brown Pine Green Colonial Green 
RAL77708 RAL77741 RAL77707 
Black Armor Grey Grey 
RAL77740 RAL77740 RAL77740 
Brown Woodbrown Khaki 


To paint black mechs, use the following 
three colors, but with the middle color, apply 
only as a very faint dry brush: 
RAL77708 RAL77740 
Black Pine Green 


RAL77740 
Khaki 


BASING YOUR FIGURES 


After you’ve spent hours painting minia- 
tures to make them appear respectable, you 
need to make their bases add to the overall 
effect. Whatever wargaming rules you use 
will tell you what size bases each figure 
should have. For example, Grenadiers’ FAN- 
TASY WARRIORS game states that dwar- 
ven infantry are to be mounted on 1”’ (or 
25mm) square bases. 

Look for thick cardboard for this, prefer- 
ably around 2mm thick. Cut it carefully with 
a Stanley knife or sharp blade, so that the 
comers and edges are neat. Then glue the 
figure onto the base. When dry, coat the base 
and figure’s stand with PVA glue, and cover 
with coarse grained sand (the best can be 
found from quarries and sand-pits). Turn 
upside down to make all excess sand fall off, 
and then allow to dry. Then paint the sand 
with a grassy green, such as RAL 
PARTHA’s RAL77740 Colonial Green. 
When this has dried, lightly drybrush the top 
of the sand with either RAL77741 Olive or 
RAL77791 Moss Green. Paint the edges of 
the base either in the Colonial green, or in 
RAL77740 Woodbrown. 

Please note, however, that when playing 
Napoleonic or Ancient wargaming, it is 
likely that the rules you are using will be 
updated, and the base sizes may be changed. 
In which case, simply glue the figures on to 
their bases with PVA glue, and do not cover 
the base with sand or grass. This will allow 
the figures to be removed easily at a later 


stage. 


BATTLESYSTEM Miniatures Rules 
& BATTLESYSTEM SKIRMISHES 
Miniatures Rules 

Published by TSR 

Written by Doug Niles 

Review by Greg Allen 

I'll start with BATTLESYSTEM Minia- 
tures Rules. Sniff Sniff...Well here we go. 
128 pages, colour cover, lots of interior art 
and photos (ALL in colour too!). The 
emphasis of these rules is MASS battles, the 
figure scale being 10:1. That is, each figure 
represents 10 individuals. Heroes, fantastic 
creatures etc are represented at a 1:1 ratio. 

We’ll start at the deep end: the sequence 
of play is as follows. Charge Declaration, 
Initiative Determination, First Movement, 
Second Movement, Magic, Melee Combat, 
Missile Combat, End of Turn. 

Phew, heavy stuff that. Seriously folks, 
this is what games need, brief turns. Some of 
the rules available today I consider to have 
such involved and detailed sequences of play 
that they become unmanageable. So BATT- 
LESYSTEM scores big on that count. 

BATTLESYSTEM unit characteristics 
please me even more. Units have five 
characteristics: 

Attack Dice (AD), Armour Rating (AR), 
Hits, Morale (ML) and Movement. The 
systems within the game are even more 
elegant. A simple two line table will give 


results for all attack and defence rolls. 
Picture this example of combat: 

Unit A (10 figures, AD8) engages unit B 
(6 figures, AR9, 2 hits). The player rolls one 
dice for figure, making it be ten D8 (eight 
sided dice) getting results of 1,1,1,3,5,5,5,7,7 
and 8. The rules instruct us to discard the Is 
and 3. The three Ss score a hit each, the 7s 
and 8 score two each. 9 hits. Are you still 
with me? Unit B rolls nine D10 (ten sided 
dice) to see how many hits are cancelled by 
his armour. He has to roll above his AR 
number to cancel a hit. The results are 
1,3,4,6,7,7,8,8,10, 10 and 10. Unit B’s AR is 
9 so only three hits are cancelled. With each 
figure taking two hits as above, three figures 
are removed, the single hit left over is kept 
track of with a spare dice which moves with 
the unit. 

Perhaps the most appealing factor of 
BATTLESYSTEM is that your. AD&D 
heroes are easily converted to Battlesystem 
stats. Appendix I covers the conversion 
process in detail. Advanced rules include 
flying creatures, undead units, animal packs 
or herds, fortifications and fortresses, war 
machines, and fire attacks. 


There is a reasonable army list in the 
back of the book, which includes bugbears, 


dwarves, centaurs, elves, giants, gnolls, 
gnomes, goblins, halflings, hobgoblins, 
humans, kobolds, lizardmen, minotaurs, 


Ogres, orcs, and trolls. Some of the monsters 
included are ghouls, griffins, hell hounds, 
skeletons, zombies, ten types of dragons, 
treemen, and a whole range of human 
character types. Each troop and monster type 
is also given a point value. There are nine 
scenarios, each describing armies, maps, and 
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init rosters. 


Ral Partha is producing boxed sets of 
‘igures with scenarios for these rules as well. 

Now the bad news. The wizard spell list 
1as only 18 spells, the priest list only 14. 
tight pages, minus artwork, is rather miserly 
overage of basic artillery and secret wea- 
ons. Admittedly, with a bit of number 
crunching, you could probably convert spells 
rom the various TSR hardbacks or other 
sources so I guess it isn’t that bad. Another 
eeve is the painting hints and tips. For the 
ength of the article I would expect a better 
esult than the ones shown in the photos. (I 
strongly dislike the cover illustration too!) 

Now onto BATTLESYSTEM  SKIR- 
MISHES, also published by TSR, and written 
xy Bruce Nesmith. As with BATTLESYS- 
TEM, this has 128 pages, colour cover, maps 
and loads of colour photos. Good ones too. 
[he figure scale in these rules is 1:1, that’s 
ight folks, what you see is what you get. If 
t ain’t on the table, it don’t exist. (Invisibi- 
ity spells excepted, which are treated in 
sreat detail). 

The turn sequence is a bit more complex 
han Battlesystem too: Determine Initiative, 
Movement, Combat, Morale Checks. These 
Ihases are broken down further into Oppor- 
unity fire, Reform units, Move figures, 
execute opportunity fire, Melee combat, 
Missile combat and Magic. Don’t worry, it’s 
10t as involved as it sounds. Combat uses the 
AD&D game’s THACO. (To Hit Armour 
Slass 0) Rolling dice separately for each 
igure can be very time consuming, but it is 
salled BATTLESYSTEM SKIRMISHES. 

More than twenty to thirty figures for 
zach player is probably almost unplayable in 


a single sitting. The upshot is that the turn 
can be very detailed. For example, in the 
movement phase you have the chance to: 
Charge, beat a Hasty Retreat, Disengage, 
Fighting Withdrawal, Go Prone, Rout, Move 
Between Miniatures, Circle or Overrun. 

Six levels of spells are included for 
wizards, and seven levels for priests. Magical 
items are covered in detail, including potions, 
scrolls, rings, rods, and magical weapons. 
There is a section which shows you how to 
convert any AD&D monsters and characters 
to the rules’ stats. The advanced movement 
tules include flying, levitation, burrowing, 
swimming, invisibility, and etherealness. 

For detailed, small unit actions of the 
AD&D universe, these rules are exactly what 
players need. 


FANTASY WARRIORS 


Published by Grenadier Models 
Designed by Nick Lund 


FANTASY WARRIORS is the perfect 
way to start fantasy miniatures gaming - this 
boxed set contains everything needed to play. 
It contains 102 exaggerated 25mm _ plastic 
figures sculptured by Nick Lund, including 
17 each of dwarven spearmen, axemen, and 
crossbowmen, and 17 each of orc archers, 
spearmen, and swordsmen. There are 140 full 
color cardboard game-play counters, 56 page 
rules with army lists, a ruler, dice, and a 
reference sheet. This all comes in a large 
box, and we have found that many minia- 
tures gamers buy the game simply to obtain 
the superb plastic figures, which cost out as 
less than $1.00 a figure, and are therefore the 
cheapest on the market. 


However, the most pleasing aspect of 
FANTASY WARRIORS is the rules them- 
selves - they are one of the most playable 
and enjoyable sets of rules available. Use of 
counters and dice are done in such a way that 
you will not need to keep records at all, 
allowing the game to move along at a good 


- pace. Army lists are included for dwarves, 


orcs, goblins, late medieval humans, wood 
elves, trolls, ogres, and barbarians. Point 
values are included for all combatants so that 
balanced armies may be fielded. 

Perhaps the best feature of FANTASY 
WARRIORS is the excellent command struc- 
ture and use of “‘specials’’ in each unit. Each 
army is commanded by a warchief, and he 
sends orders to the battle leaders, who each 
control a command. Each command may 
have one or more units in it. A unit will 
normally comprise 5 to 20 soldiers or 
warriors, and must include one figure as a 
leader, and can also have the following 
included - a champion, musicians, and a 
standard bearer. If these are added, each will 
bring certain benefits to the unit. Each army 
may also have individuals operating on their 
own, such as priests, wizards, heroes, the 
battle leaders’ banner bearers, heralds (who 
extend the sphere of a battle leaders in- 
fluence), scouts, and couriers (trained mes- 
sengers to deliver orders, who do a much 
better job of it than the warchief’s body- 
guards!) 

Order counters are sent (face down) by 
the warchief to the battle leaders, either 
personally or via courier or messenger. But 
many things can go wrong. The messenger 
can be killed en route, or upon reaching the 
battle leader, the order may be misunder- 
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stood or completely ignored, which is resol- 
ved by throwing a dice and comparing the 
result to a chart. 

A unit may also attempt to threaten or 
intimidate another unit, which may either be 
ignored, cause the receiver to go into 
uncontrollable blood lust, be shaken, or 
route. (For example, a unit of dismounted 
knights may threaten a unit of goblins 
defending a good position, who respond by 
going into blood lust and attacking the 
knights, getting themselves wiped out in the 
process! ) 

Shooting weapons included are bows, 
longbows, crossbows, giant crossbows, bal- 
listas, and hand-guns. Each missile unit is 
given six volley counters, meaning it can fire 
six times. Multiple volleys at the cost of 
accuracy are possible. Weapon effectiveness 
is cross referenced with the enemy armor 
type, and battle leaders and individuals may 
be entitled for a saving throw if hit. Hand 
weapons are also cross referenced against 
enemy armor types, with dice throws resolv- 
ing all casualties and hits. Morale tests are 
taken after shooting and combat, and all 
battle leaders are tested upon receiving 
orders to see how they respond to them. 
There are seven different responses possible, 
all part of normal battlefield chaos! Issuing 
good orders does not always win a battle - 
those orders must be obeyed first. There also 
rules for magic and talismans, scouting 
before game setup, laying out the battlefield, 
army deployment, boasts and omens, and so 
on. 

An easy to follow, easy to use, fast 
playing system that is quickly gaining popu- 
larity. We have included extra army lists and 


The 2nd Texas 
Cavalry with 300 men 


depth 


rules add ons later in this 
book, and new products for 
FANTASY WARRIORS are 
due later this year. 


JOHNNY REB 


Published by GDW 
Written by John Hill 


Wargaming the American 
Civil War has always been a 
popular topic, though not quite 
as popular down under as it is 
in the States. But JOHNNY 
REB is the most popular and 
playable rules of that conflict, 
sold as a boxed set containing 
a 64 page rules book, 
scenarios book, 240 counters, 
four rules briefings, separate 
game charts, and dice. 

The rules can be used for 
figures of many scales, 10mm, 
15mm, 20mm, and 25mm. 
Each infantry figure and 
cavalry figure represents 
twenty men in real life, while 
each artillery model represents 
two real pieces. Each game 
turn represents 15 minutes of 
battle. The basic operational 
unit in the actual Civil War 
was the regiment, and these 
rules recreate that faithfully. 
Each turn each regiment is 
given an upside down order counter, which 
includes orders such as Move This Direction, 
Formation Change, Disengage, First Fire, 
Charge, and Hold. Each regiment has five 
stands, with those stands having dif- 
ferent numbers of figures to represent 
the actual number of men. Casualties 
are caused in numbers of wargames 
figures, and are modified by things 
such as firing at a unit’s flank, target 
is dispersed or in cover, target’s 
formation, and so on. Morale rules are 
detailed, with each unit having a basic 
morale point, to which are added and 
subtracted modifiers, taking into 
account casualties, cover, being isola- 
ted, officers present, etc. Results in- 
clude Good, Shaken, Routed, or Dis- 
integration and Surrender. 

There are six scenarios included, 
including Berdan’s Sharpshooters at 
Pitzers Run, Morgan’s Raiders at 
Corydon, and Breckinridge’s Division 
at Chickamauga. Each scenario has 
orders of battle, detailed maps, histori- 
cal commentaries, and special rules. 

JOHNNY REB is profusely illus- 
trated with diagrams explaining troop 
formations, fire zones, cover from fire, 
defenses, pivoting, basing, and so on. 


KRYOMEK 


Published by Fantasy Forge (U.K.) 


A newcomer to the scene of scienc 
fiction miniatures gaming, KRYOMEK ha 
been a pleasant surprise to all who have see 
it. It is almost without comparison 1 
presentation, game mechanics, world bach 
ground, and the miniatures available. KRYC 
MEK is set in the 35th century, focusir 
upon a human stellar empire, consisting 
several colonised worlds. Irallia 
humanity’s homeworld, which colonised ty 
other worlds in the solar system befo 
developing inter solar system space trav 
Initially great arks were sent forth at nez 
light speeds to neighboroughing stars, b 
within a few short years trans-dimensior 
jumps became possible, involving probabil 
mathematics. Mankind them expanded at 
great rate, and soon several dimensior 
manifolds had been colonised. For each n 
world, if any alien life forms were encol 
tered, they were exterminated in order 
make the colonisation process easier on | 
colonists. But then the Bayuda-Manv 
Meta-Cluster was discovered - and mank 
found an alien race more ferocious tl 
themselves: the Kryomek. The Kryomek 
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a hive creature, not all that unlike to ants. 
They have several stages of development; 
helions, aliens which have recently hatched; 


warriors, full grown aliens (whose 
appearance is very similar to that of the 
xenomorphs in ALIENS); warmasters, who 
control the swarms of helions and warriors in 
battle; hivemasters, large winged males 
whole control their hive through the use of 


chemicals; swarmmasters, who assist the 


hivemasters; and breeders. The aliens 
use biological engineered weapons, 
such as acid spraying guns which 
spray their own acidic blood, plasma 
weapons, single molecule swords, and 
sO On. 

The KRYOMEK rules are 136 
pages long, and are profusely illustra- 
ted with sketches of aliens and 
humans, maps, weapons, war 
machines, etc. 66 pages are devoted to 
the universe background, and the rest 
of the book gives the wargames rules. 
The rules are skirmish rules, specially 
designed to focus on small unit 
actions. On the side of humanity, the 
humans themselves operate in squads 
of five, and have penal troops, 
marines, SWAT teams, and three 
classes of cyborgs. They are armed 
with an awesome array of short and 
long range weapons, tanks, buildings, 
and so on. Fantasy Forge produce a 
large and expanding range of lead 
figures for all combatants, and a 
massive range of resin scenery for all 
vehicles and buildings, alien nest inter- 
iors, etc. The aliens themselves operate 


in swarms, controlled by 
warmasters, and are armed 
mostly with short range bio- 
weapons - which they use 
with devastating effect. Ref- 
erence sheets, unit records, 
and templates are included 
with the rules. The rules use 
an innovative and easy to use 
resolution table which moni- 
tors all you do. Each unit 
needs to be tested to be 
motivated, and then players 
activate and move units as 
desired. Counters are placed 
face down beside all units at 
the beginning of play, 
governing orders and inten- 
ded actions. Combat follows 
movement, and then comes 
the regrouping and recover- 
ing phase. Excellent rules 
govern unit cohesion, with 
units becoming disorganised 
if soldiers or warriors stray 
too far from their unit lea- 
ders. All rules are well laid 
out and game mechanics are 
fast moving, making them a 
successful set of skirmish rules. Human 
weapons include grenade launchers, portable 
chain guns, flamers, napalm cannons, howiz- 
ters, etc, while the Kryomek use bio-acid 
sprays, corrodor lances, spore launchers, 
single molecule blades, and so on. All troop 
and alien types have different base action 
and weapon factors, to which modifiers are 
added or subtracted before consulting the 


resolution table to ascertain the results. 


NAPOLEON’S BATTLES 


Published by Avalon Hill 


Napoleonic miniatures wargaming is pro- 
bably the most visually rewarding type of 
miniatures gaming, as players field columns 
and lines of colorful troops, one of the 
distinctive features of the Napoleonic era, 
when weapons were not yet devastating 
enough to stop armies fielding dense forma- 
tions. 

NAPOLEON’S BATTLES have quickly 
moved to the forefront to be the leading set 
of Napoleonic miniatures rules, one of the 
main reasons being that each infantry figure 
represents 120 men, each cavalry figure 80 
cavalry, and one artillery base represents one 
battery. No other rules have such a large 
figure to man ratio, so these rules allow 
larger actions to be fought than any other 
rules. The rules are written for 15mm 
figures, though other scales can be used. 
Combat units are regiments and brigades, 
and each turn represents thirty minutes of 
real life. Each inch on the board represents 
100 yards. The game comes in a box, and 
contains 186 counters, 18 player aid cards, 
three rules books, and dice. Included in the 
counter mix are counters of infantry, cavalry, 
artillery and command pieces, which can be 
used in place of miniatures, should you not 
have any yet. 

Comprehensive data cards are included 
on each nation, listing all relevant units from 
1792 to 1815. Nations covered are France 
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Austria, Prussia, Baden, Berg, Nassau, 
Bavaria, Saxony, Britain and Low Countries, 
Denmark, Sweden, Italy, Ottoman, Poland, 
Wurtemburg, Portugal, Spain, Russia, and 
Westphalia. 

Infantry are based in units of four figures, 
horse artillery are two figures and a gun, foot 
artillery are three figures and a gun, a 
divisional general has one figure, corps 
general has two, wing general has three, and 
the army general has four. Casualties are 
recorded by chits provided, listing 1, 2, or 3, 
with infantry bases receiving four casualties 
or any other stands receiving full casualties, 
being removed. 

The scenario booklet contains eight 
scenarios, including Marengo, Eylau, Tala- 
vera, Borodino, and Waterloo. Also included 
are rules on designing your own scenarios, 
historical or otherwise. Rules are provided to 
give special historical attributes to certain 
famous generals, such as Napoleon, Welling- 
ton, and Blucher. 

Each unit is given four combat modifiers, 
which are dependant upon the unit’s forma- 
tion or situation. Each unit is rated for 
disorder/rout, such as the British line infantry 
who have a rating of 2/5. This means that the 
unit will become disordered if it receives 2 to 
4 casualties in a single fire phase or combat 
phase, while if it receives five casualties it 
automatically routs. Each unit is also rated 
for Response and Dispersal. Response is the 
number or less which must be rolled to be 
recalled from rout; allows infantry to attempt 
an emergency square; allows rowdy cavalry 


wr 


units to get out of hand (like the British 
Scot’s Greys at Waterloo), etc. The Dispersal 
rating, from A to E, lists how many figures a 
unit can be reduced to before it is considered 
dispersed and removed from play. For exam- 
ple, an Old Guard unit with 12 figures and a 
rating of A, will disperse once reduced to 4 
figures, while a Russian militia infantry unit 
with 12 figures and a rating of E will 
disperse once reduced to 8 figures. 

One other advantage of these rules, is that 
they can be used in conjunction with any 
other Avalon Hill Napoleonic campaign 
game, such as War & Peace or Empires in 
Arms. Players merely need a little imagina- 
tion, and they can use NAPOLEON’S BAT- 
TLES to resolve all battles that occur in the 
board game. 


PANZERFAUST 
ARMORED FIST 4th 
Edition 
Published By Jedko Games 
Written by Scott Nicholas 


The Tiger tank's twelve cylinder engine 
roared into life as the front of the tank burst 
through the thick bocage and onto the 
Villers-Bocage road, where vehicles of the 
British Guards were lined up bumper to 
bumper. Caught off guard by its sudden 
appearance, astonished British tanks crews 
stared momentarily before scrambling for the 
cover of their Cromwells. Seeing the con- 


’ 


fusion created by it’s surprise appearance, 
the Tiger began moving down the column of 
tanks and troop carriers, pausing before 
each vehicle to slam one of it’s 88mm shells 
into the thin enemy armor at point blank 
range. 

The few British tanks which managed to 
squeeze off a shell could only watch help- 
lessly as their 75mm shells bounced off the 
enemy's thick armour. Within six minutes, 
the encounter was over and the lone German 
Tiger tank (commanded by Lt. Wittmann) 
retired leaving the burning hulks of forty 
armored vehicles littering the Normandy 
road. The vanguard of the British 7th ‘Desert 
Rats’ Armored Division had been overrun 
and stopped dead by a single tank. 

Such actions above give some indication 
of the battles that were fought, won and lost 
during the Second World War. Small unit 
actions like this and others below regiment 
level are often discounted by many gamers 
as being insignificant or negligible to the 
overall picture. Yet it was the tactics 
employed by the battalions and companies 
that were critical to any success or defeat in 
battle. 

PANZERFAUST/ARMORED FIST (4th 
Edition) is due to be released around August, 
and is a set of gaming rules which recreates 
the combat of WWII, designed for use with 
the popular 1/76th (HO/OO) modelling scale. 
(The rules can also be used with 1/285th 
scale models.) Much emphasis has been 
given to accuracy and playability without 
getting bogged down in technicalities or 
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buckets of dice. Any battle from platoon to 
battalion size games can be refought on the 
tabletop. 

So what makes Panzerfaust unique? 

Historical accuracy is one area which the 
authors pride themselves. The background 
for the fifteen major combatant nations have 
all been given along with the individual 
organisations of every type of unit employed 
spanning from 1939-45, such as Armor, 
Infantry, Airborne, Marines, Artillery, 
Engineers, Recon, etc.. Countries included 
are; U.S.A. (Europe & Pacific theatres), 
Germany, Soviet Union, England & Com- 
monwealth (Europe & Pacific theatres), 
Japan (Manchuria & Pacific theatres), Italy 
(North Africa & Eastern Front theatres), 
Finland, Poland, Rumania, Hungary, Greece, 
China, Yugoslavia, Belgium, and France. 

Over five hundred WWII armored fight- 


ing vehicles are individually catalogued, each 
with descriptive footnotes so the reader can 
identify even the most obscure of vehicles. 
Two hundred guns and howitzers are inclu- 
ded with their various types of special 
ammunition such as tungsten cored shells or 
composite rounds. 

Written primarily for the WWII period 
(1939-45), additional chapters have also been 
provided for extending into the Korean War 
1950-1952 and the 1956 Arab-Israeli Con- 
flict which were conflicts fought prior to 
electronic warfare as we know it today. 
Organisation and equipment lists are also 
provided for these conflicts. 

PANZERFAUST/ARMORED FIST is 
based on a game system which uses ‘moves’ 
very similar to Chess. Each turn represents 
two minutes real time and games usually last 
fifteen to twenty moves (which translates to 


30-40 minutes of battle.) While this may 
seem brief, players often get confused read- 
ing historical accounts were engagements 
were fought from dawn to dusk. Wrong! 
Battles were usually made up of a string of 
smaller engagements where units usually 
became exhausted within an hour of heavy 
fighting. They were then overtaken by a 
fresh unit or withdrawn to be regrouped. The 
idea of having a battle lasting only an hour is 
not unrealistic when put into its proper 
context. 

The rules’ Anti-tank fire rules have a 
very realistic touch. Simply penetrating a 
tanks armor does not automatically knock it 
out. Firing small calibre shells or HEAT 
ammunition at an armored vehicle can give 
very random results as was true in combat. 

Infantry are used with a 1:1 model-man 
ratio which provides individuality between 
infantry types and 
nationalities (rather 


(Crew am | | SM CRITICAL HITS ae 
PILOT — Shields damaged. Reduce 
Pit: Defensive Value by 1. 
Gnr: 2 — Torp Targeting Scanner 
aT P Ieee damaged. No torpedoes may 
ReE = be fired until after the next 
nr: 


game turn. 
GUNNER B 


SRS Pilot Ra 
1 Turbo Laser (F) 


To Hit: 2D8+ 
Damage: High 


than treating them as a 
single counter like 
other published sets of 
tules.), and allows 
great tactical detail, as 
is popular with most 


8 Gunner A = 
4 Splatterguns (F) 


@ Gunner A@ 
Missile 


Launcher 
(FQL) (F) (FQR) 
Lock-on < 


To Hit: 2D6+ 


PHARSII Il 


Damage: Medium+6 


+39 | Gnr: 


(A) Tight Turn Cost: 


2 Gunner B aaa 
4 Splatterguns (A) 


To Hit: 2D6+ 


+3 


Damage: Medium+6 


DAMAGE TRACK 


3 — Maneuver Thrusters damaged. 
All turns, including Tight Turns, 
cost one extra movement point 
to perform. 

4 — Missile Launcher damaged. 
Lose 1D10 of remaining 
missiles. 

5 — Electronic Warfare knocked 
out. Pharsii I may no longer 
jam torps. Reduce Defensive 
Value by 3. 

6 — Gunner A dazed. Gunner A 
may not fire his weapons until 
after the next game turn. 

7 — Gunner B dazed. Gunner B 
may not fire his weapons until 
after the next game turn. 

8 — Turbo Laser performance 
impeded. Reduce Damage 
rating to Medium. 


9 — Pilot dazed. Pharsii |! may not 


move or fire the Turbo Laser 
until after the next game turn. 
The gunners may still fire while 
the pilot is dazed. 

10 — Reactor hit. With a blinding 
flash, the Pharsii || is de- 
stroyed. 


| ™ TURBO LASER SPECS@ 


Short Range: 1-9 hexes (+1 To Hit). 
Medium Range: 10-25 hexes. 


| | Long Range: 26-30 hexes(-1 To Hit). 
_| Target Speed Restriction: Target's 


Drive value must be <8. 


|| 8 SPLATTERGUN SPECS& 
- | Short Range: 1-2 hexes (+1 To Hit). 
| | Medium Range: 3-6 hexes. 

_ | Long Range: 7-10 hexes (-1 To Hit). 


WW? players. Com- 
mand control is also 
thoroughly covered to 
eliminate the  ‘tele- 
pathic’ orders which 
are sO common in 
wargaming in general. 
This fourth edition 
features greatly impro- 
ved infantry 
mechanics, morale 
rules, and command 
control. 

Campaign rules are 
included for setting up 
and refighting histori- 
cal or hypothetical 
scenarios. Campaign 
rules include aircraft, 
supply and logistics 
(which are not com- — 
mon to ‘one-off’ 
games), engineers, 
map construction and 
movement, etc. 

Beginners have 
not been left in the 
dark. A pull-out set of 
Beginner’s Introduc- 
tory rules have been 
included to walk the 
‘first-time’ players 
through the mechanics 
of the game. A com- 
plete chapter is pro- 
vided on_ historical 
tactics as used by 
various nations during 
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the war. 


SILENT DEATH METAL 
EXPRESS 


By Iron Crown Enterprises 


There are not many miniatures gaming 
systems available that recreate space ship 
combat, and this is one of the finest. The 
game comes with 18 detailed metal space 
ship miniatures, rules and starcraft display 
pack, scenarios, large hex maps of space, 180 
counters, and dice. The game includes an 
introductory scenario to teach the basic rules; 
the basic game rules, and optional rules for 
advanced play. Each ship contains a data 


sheet, outlining its critical hits, weapons 
specifications, damage track, drive details, 
defensive value, tight turn cost, and pilot 
details. 

Winning initiative is important, as you 
can move your ship after the opponent has 
moved his. Combat is resolved simply, each 
weapon system is given a number of attack 
dice, for example, a Meld Laser has 2D8 + 
1D4, and this is compared with the 
opponents defensive value, which represents 
both its evasive ability and shields. So in this 
way, combat is unique. You don’t dice to see 
if you hit, and then dice to see what damage 
you do. You simply role once. Torpedoes 
and missiles are included, and counters keep 
track of them individually. Vessels may 


attempt ECM against torpedoes. Optional 


tules include drifting, sideslips, asteroids, 
different torpedo models, decoys, anti-torp 
weapons systems. 

Overall, the game is easy to follow and 
fast paced, without an over-abundance of 
rules, so that game play does not get bogged 
down. Multiple people can play the one 
game. 


STAR WARS 
MINIATURES BATTLES 


By West End Games 


The STAR WARS MINIATURES BAT- 
TLES is a 112 page book containing compre- 
hensive rules as how to battle in the Star 
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Wars universe. Three cardboard pages of 
templates and counters is also included. The 
only problem at the moment is miniatures. 
Grenadier Models did produce a wide range 
of excellent 25mm miniatures, but these have 
been discontinued now, and we are waiting 
for West End Games to find a new minia- 
tures manufacturer. Each figure represents 
one real person, and all soldiers are grouped 
into squads, usually of ten. Each squad has a 
simple half page record sheet, which records 
the troops specifications, weapons, morale 
results, and so on. But you will not need to 
record hits. There are WOUND counters to 
record wounds, and other than that, when 
casualties are inflicted, simply remove the 
figures hit. Soldiers in each squad must 
remain in command range of each other, 
otherwise will suffer separation penalties. 
Squads may engage up to two enemy squads 
with their weapons. Terrain plays an impor- 
tant part towards both movement and fire- 
power. 

There are rules for ranged shots and close 
assault combat, and comprehensive morale 
tules. Each squad’s record sheet records the 
unit’s current morale level, and this goes up 
and down according to casualties and situa- 
tion modifiers. Advanced rules include hid- 
den movement, advanced weapons such as 
flamethrowers, grenade launchers, gas 
grenades, lightsabers, proton torpedo laun- 
chers, and different armor types, artillery, 
and heroes. Complete rules for using the 
force are included, as well as aliens and 
androids. Troop types included are storm- 


troopers, snowtroopers, imperial troopers, 
imperial soldiers, space troopers, mer- 
cenaries, bounty hunters, rebel troopers, 


wookies, ewoks, mon calamari, etc. 

The rules are well illustrated with exam- 
ples and black and white photos of games in 
progress. 


OVER THE TOP 


In the east, the war remained mobile. Germans attack a Russian-held 


Published by GDW 
Written Greg Novak 


This is a 120 page 
book that uses the 
award winning Com- 
mand Decision minia- 
tures rules, to recreate 
operational-level World 
War One miniatures 
combat. Each inch on 
the game board repre- 
sents 50 yards, each 
turn is 15 minutes, each 
model represents 4 to 6 
vehicles or guns, and 
each personnel stand 
(with 2 - 3 figures) 
represents 40 - 60 men, 
roughly a_ platoon. 
Either 1/72nd scale or 
1/285th scale figures 
can be used. The figure 
scale is one of the most 
popular aspects of these 
tules, as large unit 
actions are made pos- 
sible. A sheet of order 
counters is included at 
the back, which in- 
cludes cautious 
advance, full advance, 
travel march, disengage, 
rally, regroup, call fire, 
and so on. A national- 
data section includes the exact composition 
of corps and divisional sized units for 
Austria-Hungary, Belgium, Britain, Bulgaria, 
France, Germany, Italy, Montenegro, 
Romania, Russia, Serbia, Turkey, and the 
United States. Also included are statistics of 
the various artillery pieces such as infantry 
guns, trench mortars, field guns, mountain 
guns, howitzers, railroad pieces, listing stats 
on HE and Shrapnel rounds. Gas and smoke 
may also be fired. The various motorised and 


Mixed force of French cavalry and British armored cars. 


© ue 


horse drawn vehicles are listed, including 
tanks and a small number of aircraft types. 
Forty pages of scenarios and campaigns 
follows the rules and data section. 

Expected out mid 1992 is COMMAND 
DECISION II, a revised edition which 
includes both rules for World War Two and 
post World War Two, with extensive army 
lists and troop organisations, again on a 
operational level, with one personnel stand 
representing a platoon. 


During 1914, strongpoints expand into trenches.The BEF defends against 


village in 1916. a German counterattack. 
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BattleTech Mass Combat Miniatures Rules 


Q Only a Conversion 


These rules are a conversion for BattleTech, to adapt 
it to streamlined play with RAL PARTHA metal 
miniatures and 3-D scenery and terrain, and have 
been designed so that those like me who wish to field 
several lances of mechs rather than two or three 
single mechs, can do so. The rules contained in the 
following document replace the same rules contained 
in the BattleTech Compendium. The rest of the rules 
in the BattleTech Compendium still apply. 


This adaption speeds up play considerably by 
simplifying certain mules, such as heat build up and 
damage received by units. The result is that each 
player can comfortably control up to 20 Mechs or 
pieces each. (We have had one player controlling 60 mechs!) 


Please Note: BattleTech, Mech, and other such 
associated words included in this conversion are 
Trademarks of FASA Corporation, Copyright 1990, 
FASA Corporation, registered in the U.S. Patent & 
Trademark Office. Ownership of the BattleTech 
Compendium is required to use these rules, and 
preferably all four Technical Readouts. This article 
has been prepared with the kind permission of FASA 
Corporation. 


Q) Third Edition Changes 


This is the third edition of the BattleTech Streamlined 
Miniatures Rules, and contains several changes. 


Firstly, the miles have been thoroughly updated to 
include all Clan weapon systems, as well as 
streamlined rules for using Clan BattleAmmor. 


Secondly, all of the mech types listed in FASA’s 
Technical Readout’s 3025, 2750, 3050 have been 
included, listing not only all of the Clan Mechs, but 
also every single weapons configeration. Many of the 
AFVs in Technical Readout’s 3025, 3026, and 2750 
have also been included. 


Thirdly, players will be well aware the old tonnage 
system is no longer any use in determining two 
balanced sides for a game. 100 tons of Clan mechs 
will beat the stuffing out of 100 tons of anything 
Innersphere. So you will find that for every mech and 
AFYV listed in these streamlined rules, there is now a 
Weighted Cost for that unit in C-Bills. This cost has 
been derived from a modified cost to the one found 
in the BattleTech Compendium, with differences 
introduced to reflect the value of each component. 
This formula is given later. This new Weighted Cost 
will enable players to field, for example, $20,000,000 
C-Bills of equipment each, and know that their two 
sides will still be balanced. This Weighted Cost 
system could also be used for normal BattleTech 
Games. In this third edition, all Clan mechs & 
vehicles have had their cost increased by 25%, to 
reflect better gunnery & piloting skills, & superior 
weaponry. 


Fourthly, the system used in the previous edition for 
firing at infantry has been completely scrapped, and 
replaced by a system much more in line with the 
original BattleTech. 


Q Scale Conversion 


The average sized playing surface required for this 
conversion ranges from 4 feet by 4 feet, to 4 feet by 
8 feet. As this is a true miniatures game, no hexes 
will be used, Instead, players should use model trees 
as found in model railway sets, hills should be made 
by placing a blanket or dropsheet over books, 
polystyrene hills, etc. 1/300th scale model buildings 
are also readily available from hobby shops. 

5 cm on this playing surface = 1 hex or Movement 
Point in BattleTech. 


QO Movement Conversion 


Third Edition By Peter Stone 


As stated above, 1 MP =5cm, or, up to Scm. If a unit 
moves from 1 mm to Scm, it expends 1 MP, or more 
if there are terrain penalties. 

eg a unit in a heavy wood moves 2 cm. This costs 3 
MP. 


QO) Turning a piece 


Tuming a unit is done as in BattleTech, where it 
costs one MP for every hexside the unit rotates. 
However, since we have no hexes, it shall be done as 
follows: 

It costs I MP for every ‘Up to 60 degrees’’ by 
which a unit changes it facing. 


Note that since we have no hexes, a unit is not forced 
to move exactly 60 degrees. It can move any fraction 
up to 60 degrees, but it still costs the same. 


eg. for a unit to rotate 5 degrees or 60 degrees, it 
costs I MP. For a unit to rotate 61 degrees or 120 
degrees, it costs 2 MPs. 


See the following chart: 


Rotation Conversion Table 


Degrees Rotated Costs # MPs 
Up to 60 1 MP 
61 - 120 2MP 
121 - 180 3 MP 
181 - 240 4 MP 
241 - 300 5 MP 
301 - 360 6 MP 


Q) Turning a piece with no hexes 


Turning is done very simply. To rotate a piece 60 
degrees, put a pen at one comer of the unit’s hex 
base, and rotate the piece until the next hexside 
touches the pen. To tum the piece 120 degrees, rotate 
the model two comers, and so on. (Obviously, every 
piece must therefore be mounted upon a hex base. A 
more exact method of rotating units, would be to 
make a small template, with a circle a little larger in 
diameter than the hex base, cut out. Mark on the 
template the various degrees. 


Note: remember that miniatures allow much greater 
freedom of play when not using hexes. Just as a unit 
does not have to move exactly five cm, it does not 
have to rotate exactly 60 degrees. 


Q Game Scale 

Ground scale is: 5 cm = 30 meters. 

Model scale is 1/300th. 

Time scale is 2 minutes. (This figure represents about 
10 seconds of action. An average tactical battle 
would normally last about half an hour, and this 
would include many brief engagements with long 
hesitations inbetween. 


Q) Line of Sight 


Firstly, its a matter of the players putting their heads 
on the table, and seeing what their pieces can actually 
see. This way it is easy to see which articles of 
terrain block a unit’s line of sight to another unit. 


There are no elevation rules, every piece of terrain is 
the size of the actual model depicting that terrain. It 
is therefore important to have the terrain the proper 
size. Trees, for example, are supposed to be the same 
height as a Mech, so the model trees need to be about 
5 cm in height. Then again, BattleTech is Sci-Fi, so 
what if trees are far too big or far too small? Let 
them be the size of the model trees, 

Lone trees afford no cover at all and block no line of 
sight. Treelines can be considered as Light Woods. 


Q) Mechs Block L.O.S. 


Since we are using miniatures, no miniature may 


move through another miniature which blocks it’s 
path, nor may a piece shoot through another which 
blocks it’s ine of sight. Formations then become 
very important in game play. 


QO) Woods 


There are two types of woods, light and heavy. 
Differentitate between the two by using two different 
types of model trees, or let the heavy woods be 
dense, and the light woods be very sparse. Rather 
than having hexes of woods, you now have ‘‘S cm 
(or 2’’) blocks of woods’’. 


eg In BattleTech, if a light woods is three hexes deep, 
and a mech is in the third hex, it has to see or fire 
through two hexes to see out, getting a + 2 modifier 
when shooting. When enemy mechs shoot tn at it, 
they are looking through two hexes of light woods 
and into a third, so they get + 3 to shooting. For 
observation, a unit can see into three hexes of light 
woods, but not past three. 

In this miniatures adaption, each hex converts to 5 
cm. So the above example becomes: if a light woods 
is 15 cm hexes deep, and a mech is in the 11 cm to 
15 cm block, it has to see or fire through two 5cm 
blocks to see out, getting a + 2 modifier when 
shooting. When enemy mechs shoot in at it, they are 
looking through two 5 cm blocks of light woods and 
into a third, so they get + 3 to shooting, For 
observation, a unit can see into 15 cm of light woods, 
but not past 15 cm. 


Q Movement & Initiative 


In BattleTech, players take tums in moving individual 
pieces, the player having won the initiative moving 
last. In this adaption, players alternate in moving 
lances and platoons, rather than individual pieces. All 
mechs therefore must be organised in lances of four, 
while all AFVs must be organised in platoons of four. 
Clan units must be organised in Stars of five. 


Q Partial Cover 


If a model is covered by 50 to 90% by hard cover, 
then it counts as having partial cover. 


If only 10% or less of a unit can be seen, it cannot be 
fired upon. If a piece of terrain lies between two 
units, giving each partial cover, then each unit 
receives a partial cover penalty when it fires. 
However, one of the firing units actually touches the 
intervening terrain, then it does not receive any 
penalty for firing over the terrain, but is still in partial 
cover itself. Intervening mechs etc may give cover. 


Q) Arc of Fire 


Arc of Fire is still the same as in BattleTech, and the 
BattleTech Compendium has an easy to use method 
in its miniatures section. 


QJ Terrain Effects/MP Costs Table 
This is the same as BattleTech. Consult the provided 
Terrain Effects/MP Costs Table, and the following 
notes apply: 

VTOL are always considered to be over the terrain 
type. They can only land in clear, road, or heavy 
building roof tops. 

All ground vehicles, Mechs, hovercraft, pay 2MP 
when on a hill slope or changing contour level 
Reverse must always be walk or cruise speed. 

It costs 2MP for a tracked or wheeled vehicle to 
break through a hedge or breakable wall. 


) Direct Fire Modifiers 


Consult the provided Direct Fire Modifiers Table, 
and you will see that it is much the same as in 
BattleTech. Some of the changes are as follows: 

1. Rather than shooting through each hex of woods, 
you now shoot through each 5cm block of woods. 
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Note that if a target is within 6cm of woods, it counts 
therefore as 10 cm. You always round up. 

2. There are now only three types of water. Water 
which is level ‘0’ and therefore has no effect: shallow 
water, and deep water. 

3. Rather than having partial cover, a unit now has 
partial cover if it is 50 to 90% covered by hard cover. 
Hard Cover is cover that the firing unit cannot shoot 
through, such as a building, hill, etc. 

4.When calculating how far a target has moved, 
rather than counting how many hexes it has traversed, 
now simply measure how many centimeters it has 
moved, and consult the Direct Fire Modifiers Chart. 

§. Units can now also ‘Overheat’, and this will be 
explained later. 


Q Gunnery & Piloting Skills 


Rather than individual pilots having their own 
piloting and gunnery skill levels, each lance, platoon, 
or star shares the same level. Consult following table: 


Innersphere Clan 
Unit is: Piloting Gunnery Piloting Gunnery $ Mod 
Gren 6 5 5 4 0.75 
Regular 5 4 4 | 1 
Veteran 4 5 3 2 1.25 
Elite 3 é 2 1 1.50 


For most friendly games, units are considered to be 
Regular. Otherwise, players may dice for each lance 
or star. 1,2 = Green, 3,4 = Regular, 5,6 = Veteran. 
Players may also agree to use units of their own 
chosen skill level, in which case the cost in C-Bills 
for each mech/piece is modified by the $ Mod. Only 
special units may be elite. The record sheet includes 
one box to record a unit’s skill level. For campaigns, 
consult the BattleTech sourcebooks for ratings of 
units. After a lancefunit has actively participated in 
four victories, it may advance one level. If a unit 
suffers 2 or more casualties, & receives replacements 
of lower skill, then the whole unit is reduced to the 
lower level. AFVs & infantry may be above levels. 


L) Damage to Mechs & other units 


There have been several changes regarding how units 
take damage. Consult the Innersphere and Clan 
Weapons charts. 

For each weapon there are two sets of figures 
which correspond to the weapons firing range. The 
top figure is the Hit Chance of the firing unit. As in 
BattleTech, this is the figure that you add and 
subtract to the Direct Fire Modifiers. (There are no 
longer short, medium, and long ranges.) 

With this system, the base to hit number is obtained 

by cross referencing the appropriate weapon’s Hit 
Chance with the range. 
The second figure, which is in bold, is the amount of 
damage points which the weapon will cause if it hits 
anything. Unlike in BattleTech, this figure decreases 
as the range increases. 


Q) Hit Location 


If a Mech or vehicle etc has been hit, then as before, 
roll on the appropriate Hit Location Table. There are 
several changes: 

1. There are no longer any ‘critical hit’ rolls. Instead, 
the Hit Location Chart instructs you to roll on the 
Penetration Table, as well as reducing the target’s 
HPF. 

2. A head hit by a weapon causing 4 or more points 
damage is now rolled on the Head Hit Table as well 
as reducing the target’s HPF. 

3. A rear torso hit is rolled on the Rear Torso Hit 
Table, as well as reducing the target’s HPF. 


Q) Successful Hits 

Each successful hit on a Mech or vehicle etc, is 
subtracted from the Mech/AFVs HIT POINT FAC- 
TOR, or HPF. This is recorded on the Record Sheet. 
If any one hit reduces the HPF to below 0, then the 
Mech/AFV is considered to be penetrated. For the hit 
which caused the penetration, and all further hits, roll 
1D6 on the Penetration Table. The Hit Point Factor 
includes both the Mechs armor and its intemal 
structure. 


1) The Penetration Table 


The effects of the Penetration Table are as follows: 
Mech/AFV Destroyed: place some cotton wool on 


the miniature. The unit is out of action for the 
remainder of the game. 


Mech/AFV Immobilised: mark this on the Record 
Sheet. The unit cannot move for the rest of the game. 
Obviously, if a VIOL or aircraft is immobilised, it 
crashes to the ground and is destroyed. An airborne 
LAM crashes and takes appropriate damage, and 
can’t move. 


+ 3 to all firing: unit has + 3 added to its base hit 
chance when ever it fires. This applies for the rest of 
the game. This is recorded on the Record Sheet. 


Reduced to Half Speed: the unit cannot move over 
half speed for the remainder of the game. Mark this 
on the Record Sheet. 


Stunned Two Turns: place a dice near the Mech. On 
the next tum, make the dice show ‘2’. On the 
following tum, make the dice show ‘1’. The 
following tum, the Mech or unit is once again back to 
normal. 


Receiving the same damage twice. 

If the same result is diced a second or subsequent 
time, then treat as no effect if a Mech, or the next 
damage up if not a Mech. 


L) The Head Hit Table 


The results on the Head Hit Table are much the 
same as the penetration table. Note that if a hit is 
made on the target’s head, then the damage points 
caused by the firing weapon must be at least 4 or 
greater in order to be able to roll on the Head Hit 
Table. Three SRM hits in one firing phase counts as 
6 points damage. 


L) Rear Torso Hit Table 


If a hit is made against a Mech’s rear torso, then 
cross reference the damage points of the firing 
weapon with the tonnage of the target, on the Rear 
Torso Hit Table. If the listed number or above is 
thrown, then the hit is considered to have penetrated 
the target’s rear torso, so roll again on the Penetration 
Table. 


QO OVERHEATING 


Overheating is a very important factor in BattleTech, 
but usually requires copious amounts of paper work. 
This following system of Overheating reduces those 
problems. In BattleTech, a vehicle can always fire all 
of its weapons, while a Mech will usually generate 
heat if it does so. 


In these miniatures rules, each turn a Mech can fire 
up to all of its weapons twice. No other units may 
do this. 


Everytime a Mech fires, add up its total Heat 
expenditure for the tum, including moving, and firing 
of all weapons, including those which fired twice. 
Then subtract the Mech’s Heat Sink Factor from the 
total heat expenditure for the tum, and consult the 
Heat Overheat Conversion Table. 

As the table shows, if the result is 0 or negative, 
then the Mech is not Overheating. If the result is 4 to 
12 heat, then the unit is flagged as being in Step # 
Overheat. If the result is 13 to 21 heat, then the unit 
is flagged as being in Step #2 Overheat, and if the 
result is 22 to 29, then the unit is flagged as being in 
Step #3 Overheat. If 30 or more heat was generated, 
then the Mech automatically shuts down. 

To flag the units as being in overheat, place a 
counter besides the Mech. (Simply make up a few 
small square counters which say either Step #1 
Overheat, Step#2 Overheat, etc.) 

The effects of Overheating are as follows: (See the 
Heat/Overheat Table.) 


QO) Step #1 Overheat 


+ 1 to firing next tum 
Mech cannot run next tum. 


Place a Step #1 Overheat counter beside the Mech 
model. Next tum, when the mech fires and does 
actions, add 9 to its total heat expenditure. Step #1 


Overheat only becomes normal if the mech fires no 
weapons for one tum. 


QO Step #2 Overheat 


+ 3 to firing next tum 

Mech can only walk at half speed next tum. 
Shutdown is avoided on a die roll of 6+, on 2D6. (+7 
if the Mech was hit by infermos this tum.) 

Place a Step #2 Overheat counter beside the mech 
model. Next tum, when the mech fires and does its 
actions, add 18 to its total heat expenditure. Step #2 
Overheat only becomes Step #1 Overheat if the Mech 
fires no weapons for one tum. 


O Step #3 Overheat 


+ 4 to firing next tum. 

Apart from twisting its torso, it cannot move next 
tum. 

Shutdown is avoided on a die roll of 8+, on 2D6. (+ 
9 if Mech was hit by infernos this tum.) 

Ammo explode is avoided on a die roll of 6+, on 
2D6, (+ 7 if mech was hit by infemos this tum.) 

Place a Step #3 Ovetheat counter beside mech model. 
Next tum, when the mech fires and does its actions, 
add 27 to its total heat expenditure. Step #3 Overheat 
only becomes Step #2 Overheat after the mech does 
not fire for one tum. 

Water: if a mech is in anything but shallow water, 
then -6 from its total heat expenditure for that tum. 


CL) Flamers 


If a unit is hit by a flamer, it causes damage as per 
the firing charts, but the flamer will also + 1 to 
overheat shutdown and ammo explode rolls, as do 
infernos. 


Q) Missile Hit Table 


When a SRM or LRM succeeds in a hit, consult the 
provided Missile Hit Table, as per BattleTech, to see 
how many missiles hit the target. However, several 
variations have also been added to the table. For 
example, if a SRM volley hits a target at a range of 
10 cm, then + 2 to the die roll which determines how 
many missiles hit the target. 


Q) Calculating HPF 
The formula for calculating a Mech/units etc HIT 
POINT FACTOR (HPF) is as follows: 
tons divided by 20, x armor factor divided by 20, + 1 
multiplied by 3. 


Please note that statistics have been calculated on all 
mechs and on a large selection of vehicles. See the 
charts at the rear of the document. 


Q) WEIGHTED COST 


One of the most important features of this miniatures 
adaption is the cost in C-Bills of all mechs and AFVs 
listed. Please note that with Clan omnimechs, each 
mech is given a cost in C-Bills for the mech without 
any weapons, and then each weapons configeration is 
listed below, stating it’s own cost in C-Bills. When 
purchasing Clan omnimechs, for each mech chasis, 
buy as many different weapons configerations as 
desired for that mech, and at the beginning of every 
game, once you have seen the terrain to be fought 
over, install which ever weapons pods/configeration 
that you desire, selecting it from the pods you have 
bought. 


BattleMech Costs: 

Each mech has been costed identically to the 
Construction Costs in the BattleTech Compendium, 
on pages 128, 129, but with the following changes: 
Triple Strength Myomer 6,000 x tonnnage 

Endo Steel Skeleton 800 x tonnage 


Arm Actuators 230 x tonnage, irrespective of whether 
it has hands or not 


Normal Engine (2,500 x Rating x tonnage)/75 

XL Engine (5,000 x Rating x tonnage)i75 

Gyro 150,000 per ton of Gyro 

Jump Jets tonnage x Jump Movement Points x 200 
Normal Heat Sinks 10,000 x each heat sink 
Double Heat Sinks 20,000 x each double heat sink 
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(ie, 11(22) heat sinks are 20,000 x 22) 
Normal Armor 20,000 x tons of armor 
Ferro-Fibrous Armor 20,000 x 1.2 x tons of armor 
All Clan mechs total cost x 1.25 
These changes balance out costs of mechs 

according to their performance, rather than being 
overly expensive for new technology. No ammunition 
costs have been included, since we do not keep 
record of ammunition in this streamlined adaption - 
for serious games or campaigns, players may wish to 
add costs for all ammunition to the weighted costs 
provided. All Clan pieces are increased in cost by 
25%, to simulate better weapons and better piloting 
skill levels. 
Vehicle Costs: 
Each AFV has been costed identically to the 
Construction Costs in the BattleTech Compendium, 
on pages 129, 130 but with the following changes: 
Normal Engine (2,500 x Rating x tonnage)/75 
XL Engine (5,000 x Rating x tonnage)/75 
ICE Engine Identical as listed 
Control 5,000 x Control tonnage 
Heat Sinks 10,000 x each heat sink 
Normal Armor 20,000 x tons of armor 
Ferro-Fibrous Armor 20,000 x 1.2 x tons of armor 
Clan AFV Total Cost x 1.25 j 

These changes balance out costs of AFVs according 
to their performance. No ammunition costs have been 
included, players may wish to add costs for all 
ammunition to the weighted costs provided. 
Infantry: 
Regular infantry squads each = 1/2 platoon cost as 
per Compendium 
Clan elementals with improved regular skill level 
cost $4,375,000 per point 


QO INFANTRY 


Each infantry unit is now considered to be a squad of 
7 men, rather than a platoon of 28. 

Each of these squads is represented by five to seven 
1/300th or 1/285th scale figures based upon a hex 
base. To keep track of which unit is which, paint a 
number on the bottom of each unit. 

Each squad has one weapon type, being either SMG, 
rifle, MG, flamer, laser, or SRM. These last four 
weapon types are called Infantry Heavy Weapons, 
and a squard armed with such a weapon is called a 
heavy weapons section or squad. 


A typical infantry platoon would consist of: 
2 x Rifle Squads 

1 x MG Squad 

1 x Laser or SRM Squad 


A typical jump-infantry platoon would consist of: 
1 x SMG squad 

1x SMG or MG squad 

1 x Laser or SRM squad 


All normal infantry platoons have four squads, 
while all jump platoons have three squads. A green 
unit or poor morale unit may have only one or no 
heavy weapons squads, while a veteran or elite unit 
may have a greater proportion of heavy weapons in 
each platoon. 

A normal infantry company would consist of three 
or four platoons, plus a heavy weapons platoon, 
which will consist of four sections, each being 
equipped with heavy weapons, including one section 
equipped with flame throwers, and at least one with 
mortars. 

A jump platoon company will consist of two or 
‘three infantry platoons, plus one heavy weapon 
platoon consisting of three sections, including one 
section equipped with flame throwers, and at least 
one with mortars. 


QO INFANTRY MOVEMENT 
Terrain costs for infantry are as per the terrain cost 
table. 
Nonnal Infantry get 1MP. If the terrain cost is 2MP, 
then they move every second tum. 
Motorised infantry get 2 MP, and pay normal infantry 
terrain costs. 
Jump infantry get 3MP, and pay normal infantry 
terrain costs. 


If infantry are in an APC or transport, then they 
move at its speed. A transport can carry one infantry 
squad, unless it is stated that it can carry a platoon. 

Normal Infantry get 2MP if they are charging or 
evading. Jump infantry cannot charge or evade, but 
always count as such when moving over 1 MP. 

Infantry cannot fire if charging or evading. Infantry 
can only charge or evade in open, light woods, 
rubble, rocky ground, and in orchards. They can only 
charge or evade one out of every three tums. 


C) Regular Infantry Versus 
Mechs/AFVs 


SMGs and rifles have no AT capabilities, they can 
only be fired at infantry targets, but all squads armed 
with SMGs or rifles also have LAWs. (Light 
Anti-tank Weapons.) LAWS, SRMs, MGs, and 
Lasers can be fired at Mechs. (Treat BattleAmmor as 
Mechs when firing regular infantry.) 


LAWs cannot be fired at regular infantry. 


All squads armed with MGs, Flamers, Lasers, and 
SRM can choose to fire at either infantry, using the 
Regular Infantry verse Regular Infantry Table, in 
which case each man in the squad inflicts the number 
of damage points listed, or these squads can also fire 
at Mechs and other targets, using the INFANTRY 
WEAPONS vs MECHS/VEHICHLES TABLE. 
Once again, each man in the squad inflicts the 
number of damage points listed. 

When using the INFANTRY WEAPONS ys 
MECHS/VEHICHLES TABLE, cross reference the 
weapon being fired with the range in cm, to get the 
hit chance needed. Add and subtract the relevant 
variations listed in the Direct Fire Modifiers Table, as 
when firing Mech weapons. 


Q) SHOOTING AT REGULAR 
INFANTRY 


This is done normally, as when firing at Mechs. Fire 
weapon/s at an infantry squad, or group of squads if 
close together, taking into account all normal Direct 
Fire modifiers. Then consult the Infantry Casualties 
Table. 

If the infantry unit is in some form of cover, the 
casualties will be reduced. 

Starting with a base Situation Variable Number of 
‘0’, subtract any relevant variables listed, and then 
cross reference the total number of damage points 
inflicted upon that squad or group of squads, with the 
new Situation Variable number. The result is the 
number of regular infantry killed or wounded, 

Round any damage points up to the next bracket. 


CQ) REGULAR INFANTRY 
RECORD KEEPING 


Write a no. under the base of each inf unit, and 
simply record their casualties. An infantry unit now 
receives a total of 7 casualties, not 28 as in 
BattleTech. Infantry are also slightly harder to kill 
than in BattleTech 

Note: if players don’t like these infantry rules, simply 
use the ones in BattleTech, with no modifications. 


Q) INFANTRY IN VEHICLES 


When infantry are in a vehicle that has been 
destroyed or penetrated, the number of infantry who 
are killed equals the number of damage points which 
are left over after the HPF has been reduced to zero. 


OQ) BATTLEARMOR INFANTRY 


On the record sheet provided with this rules 
conversion, players will see records for using 
BattleArmor. This records the two SRM salvos, plus 
room to list the BattleAnnor’s point number and 
anti-mech weapon type. For record keeping purposes, 
players no longer record damage against each 
Elemental. Instead, each BattleArmor point begins 
with an Hit Point Factor (IPF) or 50. When this 
becomes 40 - 31, consider there to be four Elementals 
left, when this becomes 30 - 21, consider there to be 
three Elementals left, this becomes 20 - 11, consider 
there to be two Elementals left, this becomes 10 - 1, 


consider there to be one Elementals left. When it 
becomes zero, consider all to have been killed or put 
out of action. 

For non-clan BattleArmor, have the unit starting 
with 35 hit points, and fire is reduced at the 28, 21, 
14, and 7 HPF levels. Non-Clan BattleAmor has 
only 2 movement points, not 3. 


Q) BUILDINGS 


Classify buildings into four categories, as in Battle- 
Tech. Light, Medium, Heavy, Hardened. Rather than 
keeping score of how many shots a building needs to 
become rubble, estimate how many shots would be 
required, and when players estimate enough hits have 
been acquired, then declare the building rubble. But 
in the mean time, all fire at units in buildings are 
aimed at those units, whether regular infantry, mechs, 
AFVs, or BattleArmor. As in BattleTech, when firing 
at a unit in a building, the following modifiers are 
added to the Direct Fire Modifiers. 

Light + 0, Medium + 1, Heavy + 2, Hardened, + 3. 
A hit achieved on mechs, AFVs, BattleArmor cause 
normal damage. 

All regular infantry units in buildings can still take 
casualties, as per listed in the Regular Infantry 
Casualties Table. (If players don’t like these stream- 
lined buildings rules, then please use normal Battle- 
Tech buildings rules.) 


OQ) MORTARS 


A unit of mortars count as an infantry unit of 7 men. 


There are two types of mortar sections. Light 
mortars, and heavy mortars. Each mortar section must 
be based upon a hex base, consisting of two mortars 
plus four to seven men. 

Each type of mortar has a BZR, which is a Beaten 
Zone Radius. Each has a minimum and a maximum 
range in cm. Light mortars cause 4 damage points if 
they hit a Mech, AFV, etc, while heavy mortars cause 
8 damage points. Light mortars cause 10 Fire Factors 
if they hit an infantry unit, while heavy mortars cause 
20 Fire Factors if they hit an infantry unit. 

Consult the MORTARS Table. 

Firing mortars is done just as firing any other 
weapon, except mortars don’t have to dice to hit the 
area chosen. Mortars must have direct line of sight to 
their target area, or must have a Forward Observer 
who can see the target area. The Forward Observer 
must be permanently attached to the mortar section or 
platoon. No other unit may act as a Forward 
Observer. Mortars cannot fire if they rotate more than 
60%. Mortars suffer a - 1 penalty if shooting at a new 
target or target area. (This does not count if the new 
BZ radius is within Sem of the previous one.) 

For each unit that is in the mortars Beaten Zone 
Radius, throw two D6. Starting with a base hit 
chance of ‘6’, add and subtract the relevant modifiers 
listed in the Mortars Table. This gives an adjusted 
base to hit number. If the number thrown on 2D6 is 
equal to or below the adjusted base to hit number, a 
hit has been achieved. 

A hit against infantry must then be cross referenced 
upon the Infantry Casualties Table. 


QO VEHICLES HIT LOCATION 


Use the normal hit location table as provided in the 
BattleTech Manual, but roll on the Penetration Table 
for a critical hit. However, instead of having a -1 MP 
result as listed in the Ground Vehicle Hit Location 
Table in BattleTech, throw one D6 when such a 
result is achieved. A | or 2 and its is reduced to 
permanent 1/2 speed damage. This can only occur 


once and is not cumulative. The same applies to the 
VTOL Hit Location Table. 


Q) AMMUNITION 


Also to speed up supply, no records are kept of 
ammunition in this rules conversion. All units are 
assumed to have ample ammuntion for the duration 
of the battle. The only exception to this is one shot 
launchers and BattleAnmor SRM salvos. Record these 
as normal. 


Q) DISCLAIMER 


Please note that this supplement is only to be used in 
conjunction with the BattleTech Compendium, it is in no way 
exhaustive. For matters that I have not included in this 
supplement, and when in doubt, please consult the BattleTech 
Compendium. Also, players will need to consult the four 
BattleTech Technical Readouts in order to ascertain which 
weapons are mounted in the arms, and which are in the torso. 
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TECH READOUT 3050 


Stinger-5M 
Commando-§S 
Falcon FLC-4P 
Firefly FFL-48 
Hermes-3S 


Firestarter FS9-S 
Jenner JR7-K 

Ostscout OTT-7K 
Panther PNT-10K 


Blackjack BJ-2 
Hatchetman HCT-5S 
Ph.Hawk PXH-3M 


Centurion CN9-D 
Crab CRB-27 


Shadow Hawk SHD-5M 
Wolverine WVR-7D 


Osctroc OSR-2D 
Ostol OTL-5M 
Quickdraw QKD-5M 
Rifleman RFL-5M 


Guillotine GLT-5M 
Warhammer WHM-7M 
Marauder MAD-5D 
Orion ON1-M 

Awesome AWS-9M 
Charger CGR-3K 
Goliath GOL-3M 
Hatamoto-Chi HTO-11K 


BattleMaster BLR-3M 
Katana CRK 5003-2 


20 | M.Laser,AMsys,Flamer 


2xM.P.Laser,2xS.Laser,Flamer, MASC 9(12) 1401120 
LRMS5,AMsys,CASE M.Laser 8 1188320 
M.Laser,AMsys,4xS. Laser 12 1345520 


20 |M.Laser,S.Laser,Beagle, MASC 12(16) 2 1607420 


M.P.Laser,SRM2,CASE 1294920 
1525920 
1583125 
1731470 
1824420 
2729220 
1567020 
1873820 
1662245 
1879020 
2438843 
2226330 


SRM6,AnIVFCS SRM2str, CASE M.Laser 
M.P.Laser,2xS, Laser, AMsys 
3xM.Laser,LRM5,AMsys,CASE 
2xM.Laser,Beagle, MASC 
SRM6,2xSRM2str 

2xM,P Laser 

LB 10-X,S.P.Laser,S.Laser 
LRM10,CASE,ArtIVFCS,M.P.Laser 
4xFlamer,2xM.Laser,S.Laser,AMsys Beagle 
SRM4,CASE 4xM.Laser 

TAG 2020905 
ER PPC,SRM4,CASE,AnIVFCS 2294505 
SRM6,CASE 2xM.Laser,Beagle, Guardian, Nare, TAG 3162105 
ER L.Laser,3xM. Laser,M.Laser(R) 2739555 
M.P.Laser,LRM5,AnIVFCS 2391947 
2xM.Laser,AC/5 Ultra,CASE,S.P.Laser 3714947 
ER PPC,2xM P.Laser 2628080 
AC/5 Ultra,Flamer,M.P.Laser - 2873780 
AC/5 Ultra,SRM2,M.Laser 2350880 
L.P.Laser,M.P.Laser,Flamer,MG 2898980 
2xLRM10,2xArlVFCS,M.Laser 2372347 
2xER L.Laser,4xSRM2 Str 2639145 
LB 10-X,CASE,3xM.P.Laser Hatchet 3333695 
2xER L.Laser,2xM.P.Laser,AMsys,MG Case 3974595 
LRM5,CASE,ER PPC,M.P.Laser 3335145 
LB 10-X,CASE,2xM.Laser,LRM10 3935445 
LB 10-X,CASE,LRM10,ArtIVFCS,2xM.Laser 4453500 
2xL.Laser,M-Laser,S Laser 3049375 
LB 10-X,CASE,ER L.Laser,S.Laser 4244375 
AC/20,CASE 2xM_.Laser,S.P.Laser 3447500 
2xLRM15,2xCASE,Narc,3xM.Laser 4608500 
2xLRM10,2xCASE,2xM.Laser,2xSRM2 Str 3929353 
ER PPC,LRM20,CASE,S.Laser 5267649 
LB 10-X,LRM5 3348878 
L.Laser,_LRM5,2xSRM6,2xM.Laser 3391503 
ER PPC,SRM6 3640795 
AC/5 Ultra,2xCASE,LRM20,SRM2 Str,M. Laser 5075062 
AC/5 Ultra,2xCASE SRM6,M.P.Laser,MASG 5598962 
LRM10,CASE,ER PPC,3xM.Laser 

SRM4,2xER L.Laser,2xM.Laser 

2xL.P.Laser,2xM.P.Laser,2xM.P.LaserR,AMsys 

LRM10,CASE,SRM4 .M.Laser,2xM.LaserR 

2xL.Laser,2xAC/5 Ultra,CASE,2xM.Laser 

AC/20,CASE,3xM.Laser,L.P.Laser,Hatchet 

Arrow IV Sys.4xM.Laser 

2xLRM15,2xCASE 2xSRM2 Str,Flamer,AMsys,MG,2xM.Laser 

2xAC/5 Ultra,2xAC/2,2xCASE 2xM.P.Laser 

ER L.Laser,LRM15,2xCASE ,3xM. Laser, SRM2 Str, CASE 2xMG 

2xLRM20,2xArt IV FCS 2xCASE,2xM.Laser,2xM.LaserR §711887 
Gauss,CASE,ER PPC,2xM.P.Laser,2xM.P.Laser(A) 6961953 
LB 10-X,2xCASE AC/5 Ultra,2xM.Laser,2xM.LaserR 6207153 
ER L.Laser,2xM.Laser,SRM2 Str,AMsys 4475987 
ER L.Laser,SRM6,CASE,4xM.Laser 4702087 
2xER PPC,SRM6,2xM.Laser AMsys,MG 5927787 
2xER PPC,2xM.P.Laser,L.P.Laser,SRM2 Str,CASE 7898625 
LB 10-X,2xCASE,LRM20,SRM4,Narc,2xM.Laser - 7496125 
3xER PPC,S.Laser,M.P.Laser,2xSRM2 Str 

LRM20,CASE_ ArtlV FCS 4xM.P.Laser 

Gauss,2xLRM10,2xMG,CASE 

2xPPC,2xS RM6,2xCASE 

Gauss,2xCASE ,SRM4,2xM.P.Laser 

ER PPC,ER L.Laser,LRM15,CASE,2xM.P. Laser 

ER PPC,4xM.Laser,2xM.LaserR, MG,SRM6,CASE 

2xL.Laser,2xSRM6,1xLB 10-X,2xS.Laser 

2xSRM6,2xCASE,2xLRM15,ER PPC 

2xLRM10,2xSRM6,ER L.Laser,Narc,4xM.Laser 
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Gauss,LRM10,M.Laser,SRM4 

2xER L.Laesr,2xLRM15,2xCASE 4xAC/2 

Gauss,2xER PPC,SRM 6,2xM.Laser,2xM.LaserR,2xS.Laser 
4xLB 10-X,2xCASE,4xM_.P.Laser 


Mauler MAL-1R 
Banshee BNC-5S 


Gauss,LRM20,CASE 2xER L.Laser,2xM.P.LaserR AMsys, CASERT 


2xER PPC,LRM15,CASE,L.P.Laser,2xM.P.Laser,2xM.Laser 


Marauder Il MAD-5A 2xER PPC,2xM.Laser,LB 10-X,CASE 


6152580 
8804980 
11216920 
8149333 
10096000 
10116000 
10116000 
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Clan OmniMechs 

Dasher/Fire Moth Weapon Configerations as below: 
Primary Contig 2xER M.Laser,SRM6,SRM4,2xCASE 
AMsys,2xCASE,TAG, Beagle, SRM4 Str 
2xM.P.Laser,Guard,MG,A-Pod 


[tore | __ HS] HPF Weight Gost] 
2xLRM5,3xCASE,AMsys 


10(20) | 15(20) Se 
Beau = 
5xER M.Laser,Flamer, TargCom 
Weapon Configerations as below: 
Beagle,LRM10,2xCASE,SRM4 Str, MG 
Beagle, TAG LA,2xAMsys,2xCASE 2xA-Pod, Flamer, MG 
Beagle,2xER M.Laser,2xSRM6,CASE,ER S.Laser 
Beagle,Guard AMsys,CASE,ER L.Laser,ER M.Laser 
Beagle,Ultra AC/2,CASE,ER M.Laser,ER S.Laser 


1012500 
612188 
581250 
773438 
2910482 
966797 
1104492 
1135254 
2500000 
900879 
Weapon Contigerations as below: 3183781 
ER L.Laser,S.P.Laser,SRM4 Str,LB 5-X,CASE 1230938 
Gauss,2xER M.Laser,CASE 1035938 
2xCASE,ER M.Laser,ER S.Laser,SAM6, AC/10 Ultra 1200977 
3xCASE,2xMG,ER L.Laser,2xA-Pod,Beagle, TAG, Guard,3xAMsys 2293281 
2xLRM15,3xCASE,LRM5,Nare 1279688 
Puma/Adder Weapon Configerations as below: 4054852 
Primary Config 2xER PPC, TargCom 1328906 
Config A 2xLRM20,2xCASE,2xS. Laser 1333125 
Config B LB 5-X,CASE,2xER M.Laser,L.P.Laser 1339453 
Config C 2xLRM15,2xCASE,M.P.Laser,Nare 1286719 
ER L.Laser,2xSRM2 Str,3xCASE,AC/5 Ultra 1434375 
Weapon Configerations as below: 
SRM4,3xCASE ,AMsys ,2xM.P.Laser,MG 
SRM6,CASE,Art lV FCS,5xER M.Laser 
ER PPC,2xS.P.Laser,Flamer 
3xFlamer,2xER M.Laser,Beagle,5xMG,2xCASE 
SAM6 Str,2xCASE,LRM5,ER S.Laser,2xER M.Laser 
Weapon Contigerations as below: 
Beagle,ER PPC,ER S.Laser,SRM2 Str,CASE 
2xER M.Laser,LB 2-X,2xCASE,AMsys 
S.P.Laser, SRM4,SRM6,2xCASE ER L.Laser 
ER S.Laser,3xLRM5,3xCASE,3xArt IV FCS 
4xM.P.Laser,AMsys,CASE 
Weapon Contigerations as below: 
12xER M.Laser, 8 additional heat sinks 
2xER PPC,M.P.Laser,2xAMsys CASE 
L.P.Laser,AC/5 Ultra,2xCASE,2xMG,ER S.Laser 
Gauss,SRM4,CASE,S.P.Laser 
LB 5-X,LRM20,2xCASE 
Weapon Configerations as below: 
3xER M.Laser,2xER L.Laser, 24 extra heat sinks 
4xM.P.Laser,2xSRM6 Str,_LRM20,3xCASE 
Ultra AC/20,CASE,6x ER M.Laser, 6 extra heat sinks 
LB 10-X,CASE,2xM.P.Laser,L.P.Laser 
2xLRM20,3xCASE,2xSRM2,Narc 
Weapon Configerations as below: 
2xL.P.Laser,2xM_P.Laser,2xCASE ,2xLRM20 
LB 5-X,6xSRM6,3xCASE 
2xER L.Laser,LRM20,Art IV FCS,2xCASE ,3xM.P.Laser,2xSRM6 Str 
2xGauss Rifle,2xCASE 
Weapon Configerations as below: 


Koshi/Mist Lynx 
Primary Config 


Dragonfly/Viper 
Primary Config 


6416477 
1305566 
1155469 

569238 
1022363 
883594 
6075781 
2625000 
2132813 
1163086 
998438 
1406250 
7255695 
2712500 
1985938 
2736719 
1804297 
1864844 
7207000 
2675000 
2200000 
2975000 
1750000 
8409930 
4050234 
3596484 
2632910 
9801385 
2589844 
1739844 
2443750 
2287695 
2536719 
10982617 
3612793 
3253906 
2631152 
2901855 
3226563 
12053625 

2169141 
2605078 
2137500 
2993906 
12498966 
3902344 
3598828 
2746094 
3143555 


Black Hawk/Nova 
Primary Config 


Vulture/Mad Dog 
Primary Config 


a sg eee 


§ 
CASE 4 extra ae, sin 
CASE 


Thor/Summoner 
Primary Config 


Weapon Configerations as below: 
LB 10-X,LRM15,ER PPC,2xCASE 

Gauss,SRM6,L.P Laser,2xCASE 

2xLRM20,2xSRM4,AMsys ,Narc,2xCASE 

AC/20 Ultra,SRM6 Str,ER L.Laser,ER S.Laser, CASE 

2xER L.Laser,2xER M.Laser, MG,AMsys,CASE,TargCom, 12 extra hea 
Weapon Configerations as below: 
2xER L.Laser,2xER M.Laser,ER S.Laser,2xMG,M.P.Laser,2xLRM20, 
2xER PPC,3xM.P.LaserSRM6 Str,CASE, 12 extra heat sinks 
Gauss,ER S Laser,L.P.Laser,S.P.Laser,_LRM10,SRM4,2xArt IV FCS,2 
ER S.Laser,2xER L.Laser,2xLRM15,AC/5 Ultra, AMsys,3xCASE 

2xER PPC,4xSRM6 Str,2xCASE 
Weapon Configerations as below: 
ER S.Laser,2xLB 5-X,2xSRM6,2xCASE 

2xER PPC,L.P.Laser,M.P.Laser,ER M.Laser,ER S.Laser 
Gauss,LRM10,SRM4_2xArt IV FCS 2xCASE 
AC/20 Ultra,3xA-Pod,6xER M.Laser,2xCASE 
Weapon Configerations as below: 
4xER PPC,LRM10,CASE ,TargCom 

2xER L.Laser,SRM6 Str,LB 10-X,LRM15,2xCASE, TargCom 
Gauss,3xER M.Laser,Narc, TargCom,2xSRM6,2xCASE 
Flamer,2xER PPC ,2xL.P.Laser,TargCom,4 extra heat sinks 


Man O'War/Gargoyle 
Primary Config 


Masakari/Warhawk 
Primary Config 
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Clan Mechs Continued 


[Some | __HS|__ HPF] Weight Gost 


Weapon Configerations as below: 4(8) 6(8) 4 32 163 
Gauss,2xER L.Laser,MG,2xCASE 6 extra heat sinks 

3xL.P.Laser,4xER M.laser,MG,Case, 6 extra heat sinks 

AC/20 Ultra,ER PPC,ER S.Laser,AMsys ,2xCASE,6 extra heat sinks : 

AC/20 Ultra,LRM20,Art IV FCS ,2xCASE,TargCom 

2xSRM6,CASE,L.P.Laser,3xM.P.Laser,5xS.P.Laser,6 extra heat sinks 


Weapon Configerations as below: 3 30 231 
4xER L.Laser,4xM.P.Laser,2xAC/5 Ultra,LRM10,3xCASE, 14 extra heat sinks 

Gauss,2xSRM6 Str,3xL.P.Laser,3xCASE,AMsys, 14 extra heat sinks 

ER S.Laser,2xER PPC,2xM.P,Laser,4xAC/2 Ultra,LB 10-X,2xCASE 


[Wak [Ron] _Jomp[_HS|_HPF[ Weight Coat] 

M.Laser,2xMG 12 10 13 1183520 

M.Laser,SRM2 9 10 1156320 

M.Laser,2xMG 9 10 1156320 

SRM6,SRM4 9 10 1449375 
10 


10 
11 
cl 


30 | 2xM.Laser 

30 | AC/10,S.Laser 

30 |LRM10,M.Laser 

35 | 4xFlamer,2xM.Laser,2xMG 
35 | SRM4,4xM.Laser 


Valkyrie-QA 
Firestarter-H 
D 


Panther-9R 35 | PPC,SRM4 
40 |M.Laser,_LRM5,SRM2 
40 | 2xM.Laser,S.Laser 
40 | AC/5,2xM. Laser 

40 | AC/5,M.Laser Flamer 
40 | AC/2,M.Laser,Flamer, MG 
40 | 2xLRM10,3xM.Laser 

45 | 2xAC/2,4xM.Laser 

45 | AC/10,2xM.Laser 

45 | L.Laser,2xM.Laser,2xMG 
45 |LRM5,PPC,M.Laser,S Laser 
50 | AC/10,LRM10,M.Laser,M.LaserR 
50 | AC/10,L.Laser,S.Laser 

50 | AC/20,2xM.Laser,S.Laser 

50 |2xLRM15,3xM.Laser 


2237947 
2408630 
2327080 
2298380 
2232580 
2204347 
2421645 
2363645 
2657995 
2466958 
2673500 
2675375 
2780375 
3128500 


Hermes-2S 
Vulcan-2T 
Whitworth-1 
Blackjack-1 
Hatchetman-3F 


FDP HLL HOD DA AF DAND ALM © BID OD OD wo 
al 
oh o 

FRR RO, Os NlHDODA HAN OOD 


55 |2xLRM10,2xM.Laser,2xSRM2 3228753 
55 |PPC,LRM10 3321753 
Shadow Hawk-2H 55 | AC/S5,LRM5,SRM2,M.Laser 3140403 
Scorpion-1N 55 | PPC,SRM6 3485795 


Wolverine-6R 55 | AC/5,SRM6,M.Laser 
60 |LRM10,AC/5,2xM. Laser 
60 | SRM4,2xL.Laser,2xM.Laser 

60 | 2xL.Laser,2xM.Laser,2xM.LaserR 

60 |LRM10,SRM4,2xM.Laser,2xM.LaserR 
60 | 2xL.Laser,2xAC/5,2xM.Laser 

65 |2xLRM15,4xM.Laser 

65 |2xLRM15,2xSRM6,2xM.Laser,2xMG 
65 | 2xAC/5,2xAC/2,2xM Laser 

65 |L.Laser,LRM15,3xM.Laser,SRM2,2xMG 
70 |2xLRM20,2xM.Laser,2xM.LaserR 
70 |L.Laser,4xM.Laser,LRM5 

70 |2xPPC,SRM6,2xM.Laser,2xS.Laser,2xMG 
75 |2xPPC,AC/5,2xM.Laser 

75 |AC/10,LRM15,2xM.Laser,SRM4 
80 |3xPPC,S.Laser 
80 |5xS.Laser 

80 |PPC,2xLRM10,2xMG 

80 | AC/20,2xM.Laser,SRM4 

80 |L.Laser,LRM15,2xM.Laser,AC/5 

85 |PPC,4xM.Laser,2xM.LaserR,SRM6,2xMG 
85 }2xLRM10,2xL.Laser,4xM.Laser,2xSRM6 

90 |AC/20,LRM10,2xM.Laser, SRM4 

95 |PPC,AC/5,S.Laser 

100 | AC/20,LRM20,2xM.Laser,2xM.LaserR, SRM6 
3xM.Laser 
M.Laser,SRM2 
L.Laser,2xM.Laser,2xMG 


3236503 
3526080 
3630080 
3678080 
3566080 
3614080 
4123405 
4169605 
3773605 
3979855 
4627287 
4297487 
4546537 
4932375 
4757375 
5273370 
4808370 
5385120 
5374320 
5367120 
5987772 
5616230 
6152580 
6479233 
7136000 


Warhammer-6R 
Marauder-3R 


Awesome-8Q 
Charger-1A1 


Atlas AS7-D 
Stinger STG-A5 LAM 
Wasp WSP-105 LAM 
Phoenix Hawk LAM 
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Vehicles: Tech 3025 
Vehicle Type ——~—=—=«d Tons [Armament SSSCSCSC*~*~“‘“‘*;*dC Uno ~=S=Csd Flak =] S| CHP [Weight Cost | 


Packrat Wheeled Veh 20 | SRM6,Flamer 12 au 
Tech 2750 Additions 


Wheeled Mobile HQ 25 | M.Laser,ComEquip 
Galleon Light Tank 30 | M.Laser,2xS.Laser 
2xM.Laser,2xS.Laser, MASC 1428920 
LRM5,CASE ,2xM. Laser 1329120 
3xM.Laser,S.Laser,Beagle 1753021 


Rommel Tank 65 | AC/20,LRM5,S.Laser 
Hermes HER-1S 30 | 2xM.Laser,Flamer 1870570 
Hussar HSR 200-D 30 |ERL.Laser 2282020 


Von Luckner Tank 
Long Tom Tracked Art 


75 | AC/20,2xSRM6,SRM4,LRM10,MG Flamer 
95 | Long Tom,4xMG,ComEquip, TargSys 


uf & HD OD O 
OAR A wo 6 


Patton Tank 65 | AC/10,LRM5,S.Laser,Flamer 
40 | AC/5 Ultra, SRM2 Str,S.Laser 2317630 
45 |LRM10,L.Laser,2xS.Laser,SRM6,2xCASE 2654370 
Kintaro KTO-19 55 | Narc,_LRM5,2xSRM6,2xM.Laser 
Champion CHP-1N 60 |LB 10-X,SRM6,Art IV FCS 2xM.Laser,2xS.Laser 
Lancelot LNC 25-01 60 | PPC,2xL.Laser,M.Laser 
Exterminator EXT-4D 65 |LRM10,4xM.Laser,S.Laser,AMsys 
Bombardier BMB-12D 65 |2xLRM20,CASE,SRM4,AMsys 
Guillotine GLT-3N 70 | L.Laser,SRM6,CASE 4xM.Laser 
Flashman FLS-8K 3xL.Laser,4xM.Laser,M.LaserR,AMsys,Flamer 
Black Knight BL6-KNT 75 | PPC,2xL.Laser,4xM.Laser,S.Laser, Beagle 
80 | 2xPPC,2xSRM6,2xCASE 
85 | 2xER L.Laser,2xSRM6,2xS.Laser,LB 10-X 


90 | Gauss,LRM20,SRM6,2xCASE ,2xM.Laser 
100 | 2xAC/20,2xCASE,LRM15,L.Laser 


Awolowo © @ BI® © 


Vehicle Type | Tons [Armament Cis Flank ump || CHP | Weight Cost __| 


Gabriel Hovercraft 5 23 205242 
10 | 2xM.Laser 18 394444 
15 | Beagle,M.Laser,S.Laser 18 692575 

14 


Ripper VTOL 
L.Laser, SRM2 
17 


Beagle Hovercraft 
20 
35 | 2xM.P.Laser,2xSRM4(OS) 
40 | 3xM.Laser, TAG,SRME6,S.Laser Guard 14 
50 | AC/5,LRM10,SRM4,MG 


Rotunda Wheeled AFV 
12 
55 | Thumper,CASE ,2xM.Laser 


Lightning 
60 | Gauss,2xM.Laser,SRM6,CASE 
65 | Sniper,L.Laser 
75 |3xPPC,LRM10 
80 |2xLRM20,2xM.Laser,LRM10 


Zephyr Hovercraft 
TECH READOUT 3026 


_ 


Orn F&F FIM OO - © 


Kanga Hover/Jump 
Thor Wheeled 
Demon Wheeled AFV 
Marksman Tracked 
Burke Tracked AFV 
Fury Tracked AFV 

Rhino Tracked AFV 


Ferret Scout VTOL 
Savanah Hovercraft 
Wheeled APC 
Tracked APC 
Hover APC 


MG,Sensors,1 Squad 
M.Laser,Sensors 13 20 
2xMG,1 Squad 6 9 
MG,1 Squad 

2xMG,1 Squad 10 15 


2xSRM2,M.Laser 1 
LRM20,Flamer 


J.Edgar Hover Tank 1 17 23 740375 
Hunter Light Tank 5 8 28 1089563 
Pegasus Hover Tank 2xSRM6,M.Laser,Sensors 8 12 30 918000 
Saladin Assault Hover AC/20 8 12 11 875500 
Saracen Medium Hover LRM10,3xSRM2 8 12 32 763300 
Striker Light Tank SRM6,LRM10 5 526596 
Hetzer Assault Gun 40 4 676000 
Goblin Medium Tank 45 |L.Laser,MG,1 Squad 4 795688 
Condor Heavy Hover 50 | 3xM.Laser,AC/5,MG Z 1544000 
Drillson Heavy Hover 50 | L.Laser,2xSRM2,LRM10,2xMG 6 1360333 
Maxim Hover Transport 50 | SRM6,3xMG,3xLRM5,2xSRM2,4 Squads 8 1234500 
Vedette Medium Tank 50 | AC/5,MG 5 2474750 


Pike Support Tracked 60 | 3xAC/2,2xSRM2 
Bulldog Tracked AFV 60 | L.Laser,2xSRM4,MG 1223200 
Demolisher Heavy Tracked 2223000 
Schrek Tracked 3240900 
Ontos Heavy Tracked 95 | 8xM.Laser,2xLRM5 2663700 


982400 


See Page 160 for Technical Readout 3055 
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DIRECT FIRE MODIFIERS 

For each Som of Light Woods/Orchard 

that Firer has to fire thru/into +1 

For each 5cm of Heavy Woods that 

Firer has to fire thru/into +2 

Target is in deep water -1 Use Punch Hit 
Location Table 

+3 Use Punch Hit 
Location Table 


Target 50% or more covered 
by hard cover 

Mech firing when prone 

Firing at prone Mech 

Target prone Mech within 5cm 
Firing at second target 

Target partially obscured by smoke 
Firer using Targeting Computer 
Firer Walked/Cruised 

Firer Ran/Flanked 

Firer Jumped or is airborne 


Target moved 11 - 20cm 
Target moved 21 - 30cm 
Target moved 31 - 45¢m 
Target moved over 45cm 
Target Jumped or is airborne 


Firer is green unit 

Firer is Poor Morale unit 

Firer is Veteran unit 

Firer is Elite unit 

Target is BattleArmor Infantry 
Firer is on Overheat Step #1 
Firer is on Overheat Step #2 
Firer in on Overheat Step #3 


MISSILE HIT TABLE 
Number of Missles Fired 
4 5 
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eh 
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Variations 

If applicable, add the following to the above die roll 
+1 if LRM fired at target within 26 - 35cm 

+2 if LRM fired at target within 16 - 25cm 

+3 if LRM fired at target within 0 - 150m 

+1 if SRM fired at target within 11 - 15cm 

+2 if SRM fired at target within 6 - 10cm 

+3 if SRM fired at target within O- 5cm 

+2 if target has Narc Pod attached 

+2 if Firer has Artemis FCS 


HIT LOCATION TABLE 
Left Side Front/Rear 
Torso Torso 
Rall on Pene- Roll on Pene- 
tration Table tration Table 


Right Side 
Torso 

Roll on Pene- 
tration Table 
Leg Arm Leg 

Arm Arm Arm 

Arm Leg Arm 

Leg Torso Leg 

Torso Torso 
Torso Torso 
Torso Leg Torso 
Arm Arm 
Leg Arm Leg 
Head Head Head 
All head hits roll on Head Hit Table 


Torso 
Torso 


Arm 
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MECH PUNCH HIT LOCATION TABLE 
Left Side Front/Rear 
Torso Arm 
Torso Torso 
Torso Torso 
Arm Torso 
Arm Arm 
Head Head 
Roll on Head Roll on Head 
Hit Table Hit Table 


KICK HIT LOCATION TABLE 
A successful roll hits a leg. 
Head Hit Table 


If Head is hit by weapon inflicting 4 or more damage 
points, then roll one die. 


Right Side 
Torso 
Torso 
- Torso 
Arm 
Arm 
Head 
Roll on Head 
Hit Table 


Die Roll Result 
6 Mech Destroyed 

Mech Destroyed 
Mech Stunned one turn 
Mech Stunned one turn 
No effect 
No effect 

-1 if 4 to 7 points damage 

+1 if 8 point damage weapon 

+2 if 10 point damage weapon 

+4 if weapon inflicts over 10 points damage 


Rear Torso Hit Table 
It Torso is hit when targeting enemy Mechs rear, roll 
one die. 


Weapon Causes Below | Tonage of Target Mech 
Damage Points 20 40 60 980 100 


If the listed number or above is thrown, then roll one 
die on the Penetration Table 


PENETRATION TABLE 
Mech/Vehicle Destroyed 
Mech/Vehicle Immobilised 
+3 to all firing 
Reduced to Half Speed 
Stunned 2 moves 
No effect 


Variations 

+1 if 2nd penetrating hit 

+2 if 3rd penetrating hit 

+4 if 4th and subsequent pen. hit 

+3 if target Mech/Vehicle weighs 5 - 15 tons 


Ammo Explode 

Each penetration on a mech 
or AFV with ammo but without 
CASE, throw 2D6. Roll of 11 
or 12 means unit destroyed. 


+1 if target Mech/Vehicle weighs 20 - 35 tons 

+1 if weapon which penetrated causes 11 - 19 points damage 
+3 if weapon which penetrated causes 20+ points of damage 
+1 if target penetrated is not a Mech 


MECH PHYSICAL ATTACKS TABLE 

Base to Damage to Target 

Hit 

4+ Tonnage divided by ten = damage hit points 

3+ Tonnage divided by five = damage hit points 

4+ Moves target 5cm, & must take Pilot Skill Roll 
Add total number of cm moved by both combatants 
and divide by five. Target receives this factor 
x attackers tonnage. Attacker receives this 
factor x targets tonnage. 
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INNER SPHERE WEAPONS TABLE & EQUIPMENT 


Range in CM 


20 2 30}; 35 40 45 50 55 60; 6 70 75 80 8 90; 95 100 105 110 115 120 


Base Hit Cha 
Damage Poifts 
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AC/5 Ultra 


ACHO 3 3 4 


4 § 5 6 6 6 7 7 8 8 8 
LB 10-X Clstr 2 2 2 3 3 3 3 4 4 § 5 5 5 6 6 4 7 * 7 
7 3 4 a 5 6 6 7 8 8 
Fis De aa a 9 eee vee Oe ee 
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t 8 8 
7 8 ( 


4 


1 
Gauss Rifle 1 6 5 4 4 4 4 6 7 7 7 8 8 8 8 8 
17 16. 16) 15) 315 274 1 5 15 15 18) 15 14 = 14 14 


Flamer 


Streak SRM2 2 3 4 4 5 6 6 8 Target Lock-on acq 
if Lock-on acquired, then two points danjage per each missile. 


LRMS 


9 J 7 6 5 4 5 5 5 6 8 8 8 
One point damage per missile that hits, broken into blocks of five points each. 


LRM10 4 10 9 8 7 6 5 4 5 § 5 6 6 6 6 7 7 7 8 8 8 8 
Ea eee 
LRM15 5 10 9 8 Pf 6 5 4 5 5 5 6 6 6 6 7 7 te 8 8 8 8 
| creceincamanpn riot foentntiteseponamch | 
LRM20 6 10 9 8 7 6 5 4 5 6 5 6 6 6 6 "6 7 7 8 8 8 8 
 croroncaagrrrniesintuthn untwiisedtnmined | | 
3 4 4 5 6 6 ie 8 


Anti Missile System| Destroys 1D6 of any incoming flig 


10 Offboard Artillery. Range is 5 mapboardg, damage is 20/10*, or 20/5* for homing 


Narc Pod 
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CLAN WEAPONS 


Range in CM 
Heat I< 04 25 90] 95 40 45 50 55 60| 6 70 75 90 100 105| 110 115 120 125 195 150 


70 75 90 100 
2 8 Hit Chance 
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8 |All LB auto-cannons can also fire 
8 | Cluster munitions. These have a -1 to hit 

modifier, and cause damage in 1 point sets. 
Roll on missile table to see how many hit. 
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LB 20-X At 
Gauss Rifle 1 

17 
Ultra AC/2 
Ultra AC/5 
Ultra AC/10 3 

12 
Ultra AC/20 


SRM Missile 2,34 
Launchers 2/4/6 Two points damage per missile that hits 
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All Ultra auto-cannons can also fire 
in Ultra mode. This means double heat 
and two hits, as per missile hit table. 

A roll of 2 means gun malfunction. 
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INFANTRY WEAPONS vs MECHS/VEHICLES TABLE 


Weapon Damage Points inflicted Hit Chances, Range in CM 

per man in firing squad 5 10 15 200) (25. 30% 35 
N/A 
Rifle N/A - : - - - - - 
1S 
1 
Flamer 2 points, & +1 on - - - - : - 
Overheat Rolls 
2 
2 
+1 to Overheat Rolls 


Infantry Casualties Table 


Situation Damage Points 


1. Fire at infantry targets as per fire at Mechs, taking into account all 
normal firer and target variables. 

2. Starting with a “Situation Variable” of 0, subtract any of the relevant 
variables listed below, to give the new Situation Variable factor. 

3. Cross reference Situation Variable with Damage points, and result is 
number of men in target squad/s killed or wounded. 


Damageto Damage to 

Mech/Veh. Infantry 
Light Mortar Section 15cm 10 
Heavy Mortar Section 6cm 30em 20 


Modifiers to Situation Variable No. 
~ 1 if target infantry are in light building 

- 1 if target infantry is stationary in light woods, 
rubble, rocky ground, orchard, or moving in heavy 
woods 

- 2 if target infantry stationary in heavy woods 
~ 2 if target infantry in medium building 

- 3 if target infantry in heavy building 

- 4 if target infantry in hardened building 

- 1 if target is heavy/assault infantry or cavalry 


To Hit: 
Roll 2D6 for each target in BZR, and add: 


+ 1 if target is Mech/Veh & is in building 
+ 1 if target was not in BZR for whole turn 
+ 2 if target VTOL 

+ 1if firing first time at new target 

Cannot Fire if turned over 60% 

Result: 6 or below is a hit. 
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Heat/Overheat Conversion 


Not Overheating 

Overheat Step #1 
Overheat Step #2 
Overheat Step #3 


Automatic Shutdown 


Overheat Step #1 Results: 

+1 to firing next turn 

Mech cannot run next turn 

+9 to Heat Expenditure next turn 


Overheat Step #2 Results: 


+3 to firing next turn 

Max speed next turn is half walk 
Shut down avoid on 6+ 

(above is plus one if hit by inferno) 
+18 to Heat Expenditure next turn 


Overheat Step #3 Results: 

+4 to firing next turn 

Cannot move next turn 

Shutdown avoid on 8+ 

(above is plus one if hit by inferno) 
Ammo explode avoid on 6+ 
(above is plus one if hit by inferno) 
+27 to Heat Expenditure next turn 


HEAT POINT TABLE 
Heat Activity 
Generated 
+1 Walking 
+2 Running 
+1 Jumping 


+1 Trying to stand up 


Weapons as per Chart 


-1 Per Heat Sink 


6 If Mech in anything 


but shalow water 
Walking thru fire 


Standing in fire 

Overheat Step #1 
Overheat Step #2 
Overheat Step #3 


FACING AFTER A FALL 
Die Roll New Facing 
1 Same direction on face 
1 Hexside Right on side 


2 Hexsides Right on side 
Opposite Direction on back 


2 Hexsides Lett on side 
1 Hexside Left on side 


BattleArmor Leg Attack Results 


Die Roll Effect 
1-7 Mech loses 4 HPF 


11 Mech immobilised 
12 


If a hit is obtained, roll 2D6 and see below: 


8-10 Mech reduced to 1/2 speed 


Mech immobilised & falls down 


TERRAIN EFFECTS/MP COSTS TABLE 


Terrain Clear Light Wood Heavy Wood Swamp Shalow Deep Moving Moving 
Cost Road Rubble Bog Water Water Thru Light = Thru Hvy 
Rocky Grnd Sand Building Building 


Orchard 
Mechs 1 MP 2MP 3 MP N/A 1 MP 3 MP 2 MP N/A 
Tracked 
Vehicle 1MP 2 MP N/A N/A 2 MP N/A 3MP N/A 
Wheeled 
Vehicle 1 MP N/A N/A N/A 2 MP N/A N/A N/A 
Hover- 
Craft 1 MP N/A N/A 2 MP 1 MP 1 MP N/A N/A 
Infantry 1MP 1 MP 2 MP 2 MP 2MP N/A 2 MP 2MP 
Cavalry 1 MP 2 MP N/A N/A 2MP N/A N/A N/A 


BATTLEARMOR MISSILES (2D6) 


Roll Members Active/No. of Missiles Fired No. of Men No. of Battle- Base To- 
1(2) 2(4) 3(6) 4(8) 5(10) In Platoon Armor Members — Hit Number 

S 4-5 4 

3 7 

2 10 

1 12 

- not possible 


SWARM ATTACKS 


No. of Battle- Base To- 
Armor Members Hit Number 
4-5 if 
1-3 10 
BATTLEARMOR DIRECT FIRE (2D6) - not possible 
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Point Members Active/No. of Weapons Fired 
1 2 
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Rear Centre Torso Left Arm 
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Right Arm Rear Centre 
Head 
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Regular Infantry verses Regular Infantry 

Infantry Squad Range in CM 

Using below: Kei Nis 
y 


These factors are 
per man in squad 


BattleArmor Swarm Attack Results 
If a hit is obtained, roll 2D6 and see below: 


Die Roll Effect 


1-7 Mech takes HPF damage from each elemental 
8-12 Mech takes HPF damage from each elemental 
and roll on Penetration Table 
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RECORD SHEET 


Mech Unit Mech Details ski | Adjusted HPF... 
Type No. |+3 tol 1/2 Heat| speed [Tons] Weapons Level 
(EE 2s) tected hl REIN a LS An ea eh A ee Sees ee aa GRY 


Unit Weapo (s] Adjusted HPF 
Type Pe 50 | Reduce Fire power at 40,30,20,10 


wees clio ES, ae |S San eae 
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01-041 01-042 01-045 01-047 01-050 


01-012 01-013 01-018 
01-066 01-067 01-068 


01-028 01-030 


01-083 01-084 


Figure Scale - 25mm 
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RAL PARTHA 


PERSONALITIES 
: “ ..Reap the harvest of Tom Meier's aon ae ag eteenenenes eae 
BG ahiiok 5 : ; ‘i aladin, dismounted ......... 
- a x JSertile imaginationas youchoose, rom 61-048 LESHH Daemon 
a among high priests, witches, wiz- (Elemental) 
= - ards, dragons, champions and more. 01-047 Armored Centaur . 
01-005 01-007 01-010 01-011 All the creatures of your fantasies. 01-050 Wyvern .. 
01-051 Griffon ... 
01-001 Evil Wizard, 01-052 Hill Giant .. 


casting spell . 01-057 Frost Giant ............. 
01-003 Balrog eae 01-060 Dungeon Lady, with 
01-004 Cleric, cloaked, with pet dragon 

Btaltiwacsestey cea cers 01-066 Necromancers (3) . 
01-005 Winged Gremlin . ; 01-067 Hecatron ........ 
01-007 Winged Serpent ................. 01-068 Dragon... 
01-010 Hill Troll.... 01-069 Dijin (2) -s02et.eoGersesguneceaees 
01-011 Angel 01-071 Unicorn, with 
01-012 Archangel Princessiidery 2. s-....yencis 
01-013 Assassin 01-072 Cold Drake (Dragon) 
01-017 Pegasus, with rider .. O15073 Clerics (3) i. csiecsenes 
01-018 Adventuress 01-081 Armored Balrog 
01-019 Angel of Death 01-083 War Dragon with 


01-021 01-022 01-027 01-021 Elf Princess .. PORES UIE Viaaeseaetraeaietovereesdennaye 
01-022 Elf Lord Be 01-084 Evil Lord on litter 
01-027 Ranger. mounted and WHOS DEARETS Cy. caine. secasenes 
WRN Sih seus ronan cxoniseee 01-086 Winged Beast with rider .... 
i 01-028 Gremlin War Party (3) ....... 01-089 Witch King on 
: O1-O30 Wraith \iincaxnosesncratesanngenssar’ Flying Charger 
01-035 Land Dragon, with 01-090 Storm Giant 
Lancer or Captain ............. 01-091 Elf Hero, mounted 


01-037 Monk 
01-038 Winged Panther. 
01-040 Were Bear 


ANIL OMTOGES....:0-cusacinagansaees 
01-093 Anti-Paladin, mounted 
Anton fOoters...co5-uaen-see 


01-040 


Figure Scale - 25mm 


01-051 01-052 01-057 01-060 


01-069 01-071 01-072 01-073 01-081 
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01-250 01-251 01-301 


Figure Scale - 25mm 


HITE METAL RAL PARTHA Page 27 
RAL PARTHA 


01-094 The Golden Dragon ......... 01-141 The Black Prince's Ore 
01-095 Jabberwock ...........:cccccees Girard (2) retro e -as ses 
OL-096 Bipposeiil «ile. ..0..deteuenensaien 01-145 Black Falmyrian 
01-099 Armored Giant mounted CHAMPION me sricivecavareuseeress 
on War Elephant ............0+ < 01-146 Forest Dragon ou. 
01-105 Three-Headed Troll mae 01-147 Boarak, mounted Death 
01-106 Half Elves (4) ...........0:cc00 Ruder GECHAOS <i. s reese rszacvee ‘ 
OP=FOD Clow Giant ooo. cirysersoensenne 01-148 Perfidon, mounted Knight 
01-112 Paladin, mounted and of the Chaos Lords .........--. 
01-105 01-106 OTL MOOE ced seccecaceetasean sss cestheaa 01-149 Escheater- 
OL LIS. Thieves (ayia ves.ce cesses The Collector of Souls ....... 
01-124 Warriors of Chaos (4) ........ 01-150 Solecismis- Servant 
01-125 Champion of Chaos, OP CHAOS eiatesea:c-knesoeucaeadieas 
mounted and on foot ......... OIF 150 (Seal Dragon vice vescsnecs-e-te-0ees 
01-126 Lord of Chaos, mounted 01-152 Amazon Temple 
ALCON TOOL eerieasrsnvrseversriese Guard (2) ............ 
01-128 Brigands' Treasure 01-154 Amazon Slave Chariot ....... 
Caravan .. & Ol-1bbeGiant Griffin... .-s:cahovercet 
01-129 Celestial Dragon (red 01-156 The Black Prince's 
copper Dragonscale™ Black Knight: iijiicenrc nese exe 
creme included) ..........::006 01-159 Elite Armored 
01-130 Guardian Knights (2)......... Dwarf Guards (2)............004 
01-131 Lawful Brothers of 01-160 Ore War Chieftains (2) ....... 
Eaglesborme (2) ..,..00.-0.00+++- 01-161 Hellspawns- Demon 
01-132 The Chaotic Ones (2) ......... Creatures of Chaos (2)....... 
01-133 Guardians of Doom (2) ...... 01-250 Medium Hex Bases(6) . ‘ 
01-134 Lawful Fighting 01-251 Small Hex Bases (9) .......... 
01-125 01-126 Companions (2) .........:...05 01-301 Greater Troglodytes in 
01-135 Lawful Chitin armor (2). cesses. 
Swordmasters (2) .............. 01-302 Greater Troglodytes 
01-136 Chaotic Knights of with swordstars (2) ... 
the Doom Legion (2) .......... 01-303 Greater Troglodyte 
01-137 Chaotic Knights of Guardians with 
Blie SIAN ie. wenrecdseaksn sa Ihalberds (2 iiccsccscace-ceeteer 
01-138 Black Dragon ...........0..:006 01-304 Troglodyte War 
01-139 Blue Dragon (dark blue Party 1 (Byrn. ncseecccsecesompant 
Dragonscale™ creme 01-305 Troglodyte War 
included) ... ean PAreyell (GS) ecscsseescsswuctadeuueen 


01-140 Undead Dragon ............06 01-313 Troll Giant 
01-314 Brass Dragon .. 


01-132 01-133 01-134 


01-140 01-141 01-145 01-146 


01-154 01-155 01-156 01-159 


01-304 01-305 01-313 ; 01-314 


Figure Scale - 25mm 
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01-338 


Figure Scale - 25mm 
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01-401 


01-402 
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01-404 


01-405 


01-406 01-407 01-408 01-601 01-602 01-603 01-604 01-605 
STAGE PLAYER CHARACTERS MOUNTED HEROES FANTASY 02-015 High Elf Cavalry, with 
greatisword (S)"F.v-.ccns ase 
PSiS Righter’ tvavusei7) eee 01-401 The White Wizard COLLECTOR SERIES 02-016 Elven Horse Archer (3) 
|-316 Ranger .. = (RG Go eee ace Sn 02-017 Starbrow's Select (6) .... 
BL: Magic Users veye-cc.ee as 01-402 Carn, Warrior-Mage of 02-018 Starbrow's Command (”) ... 
-318 Halfling Thief .....scccscsseeeeee: Chaos nee Mie ee FANTASY ARMIES 02-019 Elven Command 
|-319 Elf Thief ..... 01-403 Cymboril, High Elven GTOUP (PI eee csc enseceacesearecesa 
-320 Paladin . Warlord (Ft. & Mid.) .......... ...Elves, Dwarves, Skeletons, 02-021 Deep Elf, firing 
+321. ASSASSIN) cuipeecieon, 01-404 Leonara, Warrior-Champion Beastmen, Orcs, and Humans. All awa (tS) ere Aer ae caareis 
-322 Barbarian Fighter of the Pure (Ft. & Mtd.)...... the major races needed for exotic 02-023 Deep Elf, with 
-323 Dwarf Fighter ...... &: 01-405 Czarchon, Witch King of fantasy armies! halberd (6) ........1..-.ssecee-ee 
ood Elf Fighter ...c.cccincewsacsis Chaos (Ft. & Mtd.) ............. : 02-025 Deep Elf Cavalry, 
-325 Druid .... 01-406 Gore, Evil Superhero 5 : With VANCE (S esteccct coerce. 00 
-326 Cleric .... (ic& Mid) see ee oa pe ae bow 02-029 Mounted Halflings, with 
-328 Anti-Paladin .. 01-407 Bril Le Ante, Hero of Pea gs head aaa clubs and axes (4) «0.2... 
-329 Elf Fighter Mage Light (Ft. & Mtd.) ......c0 bow (6) pebals 02-031 Dwarven Axemen (6) ......... 
-330 Fighter with Axe 01-408 Dark Thomas, The Black 02-004 aig d EI, with pike (6) ait © 02-032 Elite Dwarven 
-331 Illusionist ....... S Prince (Ft. & Mtd.)............ 02-005 Wood EIC ; ee Ses Axement(6)ive nae eee 
-332 Female Fighter .............00-+- shia bee a. Ys UL) 02-033 Dwarf, with two-handed 
-333 Wizard (Mage) ........060.cc0e MAST: . pee og lags POLCAKE"(O) rye even sewn seas gree vars 
-334 Gnome Illusionist , si el cian tig a 00G on me upHent 02-036 Dwarf, striking with war- 
OShcAmti-HerGiesa sec... deeeenc tee LE i} ine 2 2S, oc ee Oa ae ees ees? hammer (G) ycisectonees ae 
-336 Ninja.......,... Bean ah aga atk eet B22 oa Te advancing with 02-037 Dwarven Swordsmen (6) .... 
Bana pg ae a Fs Giaade Necmmennen oe 02-009 Sea Elf, striking with ee ee 
apes bull Shaman (priced 01-604 Chaos Deathmaster . aie (GV oe prea Re RAO ESO IE 2s 


-839 Drow EMf .sssccsssesesssecsssscccs.. 


01-605 Gnome Master Thief......... 02-014 High Elf, firing bow (6)....... 


Bsa e ae 


02-006 02-007 02-009 02-014 


02-002 02-003 02-004 


02-005 02-015 02-016 _ 02-018 
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02-019 02-021 02-023 02-025 02-029 


02-033 


02-036 02-037 


Figure Scale - 25mm 


02-039 


02-031 02-038 


Page 30 RAL PARTHA WHITE METAL 


RAL PARTHA Page 31 


RAL PARTHA 


FANTASY 
COLLECTOR SERIES 
ANTASY ARMIES 02-065 Lesser Orc Melee 02-131 Daeshiru : 02-303 Ranger in mail, with 
TTOODS (GY occ ss cepayecarseonsinen DKIMISHELS (GB) )cvesngresinseseas IBGWivaiecarmccrer vase sence seta 


02-070 Ore Spearmen (6) .. 02-304 Chaotic Warrior, with 
02-072 Orc Swordsmen (6) ue PVCAL SWORE saiscnscisascosssisatar 
eastmen, Orcs, and Humans. All 02-073 Korg's Killers (6) 00.0.0... VEHICLES AND 02-305 Fighter, charging 

le major races needed for exotic 02-074 Korg's Killers ENGINES OF WAR (assorted weapons) ... 
ntasy armies! Command )(4) ccc cecenereeee 02-307 Heroic Knight ........... 


.Elves, Dwarves, Skeletons, WE USES DEES EEE RGE SUSE (1 


: 02-077 Orc Archers (6) ib 02-020 The Elf Chartot.......<...... 02-308 Fighter, with longbow .. 
-040 Skeleton Command 02-079 Ore Command Group ........ LTE Thee 02-309 Anti-Hero.<...-cieeoss 
er coe eee teerreereeeeess 02-093 Wolf Riders, mixed 02-310 Female Fighter ............ 
z ounte: eletal weapons (4) ........cccccceeees HARACTER: 02-311 Cavalier Knight .. 
an bees ea gees 02-094 Wolf Riders, with a = = 02-312 Warrior Lord ... 
2-04: eletal Knights (6) ........... bows (4) 02-331 Master Thief .... 
2-043 Skeletal Archers (6) ........... 02-095 Centaur ...Select the perfect playing piece for 02-332 Brigand Thief .. 
-044 Assorted Skeletal Skirmishers (3) ..........0....0.- your character! Be it a Magic User, a 02-333 Acrobatic Thief ... a 
Melee Troops (6) ...........-.... 02-097 The Steel Wind (3) ............. Fighter, or a Specialist; within these 02-334 Cloaked Assassin .............. 
eee ee at pages Ral Partha fguines de. $2338 Na amin 
shen Coane ACea? ‘omman RH HL bh : r : - ogiie Thief. .2::.:. 
1-046 Dealers af Devsetation 02-101 Lizard Riders of the serving of your character's reputation. 02-351 Wizard, with staif .. 
Command (4) ...............-.-+- Chaos Horde (3) ........00000- ab 02-352 Adventurer Wizard ... 
2-050 gohlielbe » 02-102 Hexatrix Chaos pec Pe a er a siseeseese 02-353 Illusionist .............. 
irmishers (8)... Riders}(S)isic Se cate 3 : Nes eye oe 
1-055 Ratling Skirmishers (6) ...... 02-103 Chaotic Warriors (6) .......... Be ET Bate estrone 02-355 Wizard, with runesword .... 
.-056 ee 02-104 Warriors of Chaos (6). «....-. 02-227 ese bow, 02-356 Female Magic User ............ 
TOOP (6) versererrseecrereteetsenes 02-105 Chaotic Bowmen (6) .......... a 02-371 Cleric ...secseseseeseres . 
aed prune pears (4) seesenee 02-106 Chaos Warrior 02-228 nee se ee 02-372 Armored Cleric 
- angs Of Fury (6) ....... Cawaline (8) iets or sword and shield (2) ...... 02-373 Druid... 
-059 Fangs of Fury 02-107 pee ie Eh (6). 02-301 Fighter, with runesword, 02-375 pruniee Salta 
Command (4) wiesssccesssesseeees 02-130 Daeshiru platemail, and shield ......... Sword of Justice ...........000 
1-062 Lesser Ore Archers (6) ....... Commanders (2) ...........6+ 02302 pee with great 02-376 Female Cleric oe 
LAS Lec reae Ca aaoaea OS-SO1Bord 9. .ce beeen 


02-210 02-211 02-214 02-227 02-228 02-301 


4 


02-302 02-303 02-304 02-305 02-307 02-308 02-309 02-310 02-311 02-312 02-331 02-332 02-333 


02-334 02-335 02-336 02-351 02-352 02-353 02-354 02-355 02-356 02-371 02-372 02-373 02-375 02-376 02-391 


02-020 02-078 


Figure Scale - 25mm 
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02-401 
02-402 
02-403 
02-404 
02-405 
02-406 
02-407 
02-408 
02-409 
02-410 
02-411 
02-412 
02-413 
02-414 
02-415 
02-416 
02-417 


02-408 


02-902 


style. 


02-901 
02-902 
02-903 


02-908 
02-909 
02-910 
02-911 
02-912 
02-920 
02-922 
02-923 
02-925 
02-927 
02-928 


02-417 


02-928 


02-939 02-940 


02-952 02-953 02-954 


02-963 


02-962 
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MONSTERS 


Great Fire Dragon .... 
Skeletons (2) ... 
Weretiger 
Gargoyle ..... 
Demon 
Armored Minotaur 
Hellhounds (3) 
Lion-Centaurs (2) 
Lumbering Hulk Sc 
Gorgonian Brass Bull........ 
Wraiths (3) .... 
Ratlings (4).... 
Drakonne 
Frost Giant 
Trolls (3) 
Armored Ogres (2) 
Tree Shepherd ..4...:10.:0604 


All Things 


Hydra... 
Female Giant 
Armored Centaurs 

(male and female) ... 
Manticore .... 


Lions (male and female) ..... 


Attack Dogs (4) 
Giant Rats (5) 
Lizard Men (4) 
Gnomes (4).. 
Chimera ane 
Re Pers (B)ccsveeysscaseeaaseeese 
Female Warriors (3) 
Wyvern 


02-942 


02-955 


02-964 


Dark and Dangerous 
...Monsters and personalities 
reflecting Julie Guthrie's unique, 
masterful imagination and sculpting 


02-943 


02-956 


02-965 


02-929 
02-931 
02-932 


- 02-933 


02-934 
02-936 
02-937 
02-938 
02-939 


02-940 
02-941 


02-942 
02-943 
02-944 
02-945 
02-946 
02-947 
02-948 
02-949 
02-950 
02-951 
02-952 
02-953 


02-954 
02-955 
02-956 


02-957 
02-958 
02-959 
02-960 


02-961 
02-962 
02-963 
02-964 
02-965 
02-966 


Gnoles (4) 
Fighting Paladin .... 
Anti Heroy x, ccxzecee canoe sper 
Half Elf Champion . ; 
Barbarian Giant ................ 
Armored Minotaur . 
Fighting Pegasus ... : 
Skeleton Warriors (4) ......... 
Gnole Champion with 
Hench Beasts (3) ... 
Skeletal Giant 
Chaotic War Dragon & 
Ridlerists-seccsoneneceneeaee 
Barbarians (3) 
Armored Ogre 
Dragonmen 
Sabertooth Tiger....... 
Champions (3) 
Hero on Warhorse . 
Archers (3) 
Grey Wizard 
Undead Ninja 
Ki-Rin ae 
Skeletal Beastmen (4) ........ 
Warcat with Gnole 

RUG OU Sy, cesncerttteerseresotee aes 
|B reynals) 01g] Uo) 5 5 uetenppeeedeny pees cn 
BVI TACON Ee oeccers-celaer tess 
Giant Minotaur 

Beastman 
Hobgoblins (4) 
Familiars (6)........ 
Female Adventurers (3) 
Hobgoblin Boar 

Riders’ (2)\;,...05. +. 
Goatmen (4) 
Cockatrice:.-.....5: Cs 
Female Magic Users (3) .... 
Hippogriff ............... a 
Mounted Spectre .... 
Half Elf Adventurer 
(mounted & on foot) 


02-944 


02-966 
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Advanced Dungeonsf{)ragons 


10-560 


10-561 
U1 10-562 

10-560 
10-563 
3 10-564 

10-561 
10-565 


10-562 


10-563 


10-564 


10-565 


BATTLESYSTEM 


BRIGADES 


The Horde: Yaemun's 
Hoekun Clan Warriors- 

(1 mounted Commander, 

6 armored Cavalry, & 

12 light Horsemen) .......... 
Billidum and the Ogre 
Marauders of Spiderhaunt- 
(1 large Hill Giant & 12 
Ogres) a 
The Grey Blossom Regiment- 
(1 mounted Commander, 1 
Sohei [warrior monk], 12 
armored Bushi, & 12 
unarmored Bushi) ........... 
Harag Skull-Smasher and 
His Gnoll Raiders- 

(1 Gnoll Commander, 1 
Flind Shaman, & 15 

Gnoll Warriors) .............45 
The Iron Lord's Ore-Foes 
of Earthfast- (1 Dwarven 
Hero, 1 Dwarven Cleric, 

6 Guard Halberdier, 6 Elite 
Crossbowmen, & 12 Elite 
Dwarves with assorted 
WEAPONS) were vascsicinasecances 
Lord Harcourt's Knights 

of the Golden Way- 

(1 Lord ,1 Cleric, 6 
Knights [all on barded steeds], 
& 12 Longbowmen) ......... 


TM 


11-001 


11-009 


Figure Scale - 25mm 


11-010 


OFFICIAL "TSR" 


11-001 


11-002 


11-003 


11-004 


11-005 


11-006 


11-007 


11-008 


11-009 


11-010 


11-011 


11-012 


MINIATURES 


Fighters (1 Male, 1 Female) 
with 2-handed Sword in 
Banded Mailiieiivcssssnugeateans 
Clerics (1 Male, 1 Female) 

with Staff and Warhammer in 
Ghai Mads ws aca caesees 
Magic Users (1 Male, 1 Female) 
with Crystal Ball ............... 
Rangers (1 Male, 1 Female) 
with Longsword & Longbow 

iit Leather jaccccestes-avneceomned 
Thieves (1 Male, 1 Female) with 
Shortsword & Sling 

in Leather 
Dwarf Fighters (1 Male, 

1 Female) with Warhammer 
& Shield in Platemail ......... 
EIf Magic-Users (1 Male, 

1 Female) with 

Magical Items .............-+0005+ 
Gnome Thieves (1 Male, 

1 Female) with Daggers & 
AUOOIS tans ee teeremacs carne ear oacsneae 
Adventuring Mages 

(1 Male, 1 Female) with 
basen recesbnsameamist est eeanee 
Paladins (1 Male, 1 Female) 
with Sword & Dagger ........ 
Half Elven Rangers 

(1 Male, 1 Female) with 
Sword & Bow ..............cc0e 
Halfling Fighter Thieves 

(1 Male, 1 Female) with 
Staff & Sling .. 


11-011 


11-004 


11-012 
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Advanced Dungeons{)ragons 


11-401 
11-402 
11-403 
11-404 
11-405 
11-406 
11-407 
11-408 
11-409 
11-410 
11-411 
11-412 
11-413 
11-414 
11-415 
11-416 


12-417 


11-418 
11-419 
11-420 
11-421 
11-422 
11-423 
11-424 
11-425 


Beholder . 
Couatl.. 
Stone Giant 
Umber Hulk 
Ogre Mage 
Mind Flayer 
Fire Giant 
Troll .. 

Ores (4) 

Ettin .... 
Owlbear 
Bugbears (3 
Displacerbeast 
Chimera ..... 
Marid (Genie) 
Lesser Golems 
(Flesh & Clay) 
Greater Golems 
(Stone & Iron) 
Drow Elves (4) . 
Firbolg . 
Gnolls (3) 
Kobolds (7) . 
Catoblepas . 
Pegasus .. 
Unicorn ... 


Minotaurs of the Imperial 


League (1 leader, 
2 soldiers) 


Figure Scale - 25mm 


5 os lk a gO fn 


Eig) 


EEE) a 


Elementals of Fire 

and Earth 

Elementals of Air 

and Water 

Young Dragon of Krynn 
Armored War Dogs and 
Kennel Master . 

Phase Spider 

Storm Giant . 

Goblins (5) ... 
Gargoyles (2) 

Ghast and Ghouls (8) . 
Rust Monster 

Frost Giant 

Harpies (3) 


Hippogriff ... 
Giant Toad . 
Sahuagin (4) 
Troglodytes (3) . 


Hobgoblins (3) . 
Fire Minion 
Gnomes (5) - 
Wyvern 
Beastmen (4) 


WHITE META 


Page 38 RAL PARTHA 


20-705 F-90 Stingray ..............00052. oO 20-809 MAL-1R Mauler ................. 
R 1 20-706 CHP-W5 Chippewa ............ ) 20-810 HTM-27T Hatamoto-Chi .... 
—— — rr, = 20-710 SL-25 Samurai..... 0 20-811 WFT-1 Wolftrap ... 
8 | eo Ue a co Ea 20-711 SL-21 Sholagar C 20-812 RVN-3L Raven... 
20-712 SL-17 Shilone ......... 20-815 BMB-12D Bombardier ....... 
20-713 SL-15 Slayer .. 20-816 Vedette, 50 Ton 
BOXED SETS 0 10-842 Heavy Omni Mechs (incl: 20-720 TR-7 Thrush Rep (D)! a varessavorosaeceseum ee onewe 
Loki. Madcat, Thor, and 20-721 TR-10 Transit 20-817 Condor, 50 Ton 
raed NUN ELMO) oy ce sea esta deuaasseenees 20-722 TR-13 Transgressor ........... Hover Tank (2)=.-..5.--22-2-- 
JE Sages vere e§ ie abide 10-850 Kurita Battletroops- 5 20-750 Rommel/Patton. 65 Ton 20-818 Drillson, 50 Ton 
10-802 Light Lance (incl: 20-831 Machine Gun Assault TABI Oca itis Hoventtanie() nee 
: mee 833 aoe). : ; Platoon (28 troopers) ....... 20-799 Flight Bases (6) . 20-819 Maxim, 50 Ton 
ena TOL MeSe 10-851 Steiner Battletroops- 20-800 Hex Bases (4) Havers pore (2) a 
10-803 Saeeetnear (incl: 20-831, aver Platoon 20-801 THG-11E Thug .............-+ 20-821 Clan Elemental Infantry 
10-804 Fire Lance (incl: 20-833, _ (28 troopers) ic.s.cc atest 20-802 MON-66 Mongoose .. = (GO) Seri Senta oe nieee 
841, 842, 842) : ; 20-803 HOP-4C Hoplite.............6- 20-822 Demolisher, 80 Ton Super 
10-805 Heavy Lance (incl: 20-834, AEROSPACE FIGHTERS, Ae Repl. Cee ae sO Ss eas 
835, 839, 841) oo... cc. GROUND VEHICLES, Baan ee ts = z \ 
Ms 7 i Peigty yon ls ee ele seen teeeoigee i Se een aka o (8 mm) 84 pieces 
ae peer ple See AND MECHS 20-806 Hunter, 35 Ton 20-824 Davion Infantry 
10-807 Regimental Command _ Missile Tanke (2) -srsterrset (8 mm) 84 pieces ............- 
pee fined: 20-845. 856 20-701 SPR-H5 Sparrowhawk ....... 20-807 Sriker, 35 Ton Armored 20-825 Bulldog, 60 Ton 
Seated ae 20-702 CSR-V12 Corsair... Ren cere ae Tank: (Q)ipe cn eee 
10-808 Pursuit Lance (incl: 20-865 20-703 STU-K5 Stuka 20-808 Pegasus, 35 Ton Light 20-826 Pike, 60 Ton Support 
~ 865, 869, 886)..... (20-704 F-10 Cheetah Hover Tank (2) ....:.s::s1es000 Vehicle (2) ... 
* — 
[ 2 
10-842 10-850 Figure Scale - 25mm 


20-712 20-713 20-720 20-721 20-722 20-704 20-705 20-706 


20-815 20-816 20-819 20-821 20-823 


_ : =. —_—«:«aésaty 


20-850 


20-854 


1/300th Scale 


20-852 


20-855 


20-851 20-853 20-856 20-857 20-858 


RAL PARTHA 


827 Ontos, 95 Ton 20-848 
Tank (2) gcse sas aeeacneias avis 20-849 

828 Savannah Master, 20-850 FS9-H Firestarter ... 
5 Ton Hovercraft (4) .......... 20-851 VLK-QA Valkyrie 

829 Hetzer Wheeled Assault 20-852 CPLT-CI Catapult 
Gun, 40 Tons (2) ic. csss..cees 20-853 PNT-9R Panther ..... 

830 VNL-K65N Von Luckner, 20-854 HBK-4G Hunchback . 


75 Ton Heavy Tank (2) ...... 20-855 OTL-4D Ostsol ....... 
831 STG-3R Stinger .... ee 20-856 ZEU-6S Zeus.......... 
832 WSP-1A Wasp 20-857 UMR-60 Urbanmech . 
833 PXH-1 Phoenix Hawk ........ 20-858 CDA-2A Cicada ......... 
834 CRD-3R Crusader ... 20-859 SCP-1N Scorpion. 
835 GRF-1N Griffin ........ 20-860 VTR-YB Victor 
836 SHD-2H Shadow Hawk ..... 20-861 JM6-S Jager Mech .... 
837 WVR-6R Wolverine be 20-862 STK-3F Stalker ... 

838 BLR-1G Battlemaster ........ 20-863 CP10-Z Cyclops 
839 TDR-5S Thunderbolt ......... 20-864 HCT-3F Hatchetman .... 
840 WHM-6R Warhammer % 20-865 COM-2D Commando . 
84] RFL-3N Rifleman ............... 20-866 JYN-10N Javelin ....... 
842 ARC-3R Archer........ 
843 MAD-3R Marauder 
844 LCT-1V Locust 
845 AS-7D Atlas ........00. 
846 GOL-1II Goliath ... 
847 AWS-8Q Awesome ... 


20-809 20-810 20-811 20-812 


20-751 20-770 


10-851 Figure Scale - 25mm 20-701 20-702 20-703 20-710 20-711 


20-750 20-799 20-800 20-801 20-802 20-803 20-804 20-805 20-806 20-807 20-808 


20-825 20-826 20-827 20-828 20-829 20-830 20-831 20-832 


20-87 20-842 20-843 20-844 20-845 20-846 20-847 20-848 


SERRE Meteor 


20-859 20-860 20-861 20-862 20-863 20-864 20-865 20-866 


1/300th Scale 
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20-869 20-870 


20-871 20-872 20-873 20-874 


20-875 20-876 20-877 20-879 


20-878 


a 


20-882 


ee 


20-883 


20-890 20-891 20-892 20-893 20-894 


20-900 20-901 20-902 20-903 


20-940 20-941 


20-961 20-963 


‘20-960 


20-962 


20-867 
20-868 
20-869 
20-870 
20-871 
20-872 
20-873 
20-874 
20-875 
20-876 
20-877 
20-878 
20-879 
20-880 
20-881 
20-882 


20-883 
20-884 


20-885 
20-886 
20-887 
20-888 
20-889 
20-890 
20-891 
20-892 
20-893 
20-894 
20-895 
20-896 
20-897 
20-898 
20-899 


ENF-AR Enforcer ............... 
DRG-1N Dragon 
JR7-D Jenner 
WTH-1 Whitworth ... 
VND-1R Vindicator ............ 
QKD-4G Quickdraw ie 
SDR-5V Spider i.....c.c.sc0000 
OTT-7J Ostscout 
ASN-21 Assassin .. 
DV-6M Dervish 
OSR-2GE; OStroc Giimsmervedsens 
STG-A5 Stinger Lam uy 
CLNT-2-81 Clints....c2.. uss 
BJ-1 Blackjack 
CGR-1A1 Charger ... 
BNC-3E (BNC-S) 


WSP-105 Wasp Lam........... 
PHX-HK2 Phoenix 


HER-2S Hermes II 
VL2T Vulcan ogee 
TBT-5SN Trebuchet............. 
GHR-5H Grasshopper a: 
LGB-OW Longbow ............. 
HNT-151 Hornet 
WLF-1 Wolfhound 
SHG-2E Shogun 
MAD-4A Marauder II ......... 
FFL-4A Firefly is 
EXT-4D Exterminator ....... 
HGN-732 Highlander ......... 
ANH-1A Annihilator 
TME-SE IMp iassccin ser nedisin tyre 
KGC-000 King Crab .......... 


1/300th Scale 


20-895 


i 


20-885 20-886 


20-920 


20-980 


Figure Scale - 25mm 


20-897 


20-900 
20-901 


20-902 


20-903 


20-920 
20-921 


20-922 
20-923 
20-940 
20-941 
20-942 
20-943, 
20-950 
20-960 
20-961 
20-962 
20-963 
20-980 
20-981 
20-982 


20-983 


20-887 


20-888 


20-898 


MECHWARRIORS 


Steiner Mechwarriors (3) ... 
Sieiner 

Ground Troopers (3) .......... 
Steiner 

WETOSPACE PilOt sso... os 
Steiner 
Security Guard 
Kurita Mechwarriors (3) .... 
Kurita 

Ground Troopers (9) ......... 
Special Forces- Kurita 
Death Squad Assassin 
Kurita Mech Tech .............. 
Liao Mechwarriors (3) . 
Liao TYOOPETS (3) vrvsscarscc..s. 
Liao Death Commando ...... 
Liao Aerospace Pilot ... 
Clan Blementalr. cca ceuie 
Marik 

Mechwarriors (3) ......cccee 
Marik 

Ground Troopers (3) .......... 
Marik 

Security Guard 
Marik 
Dropship Crewman ........... 
Davion 

Mechwarriors (3) ............... 
Davion 

Ground Troopers (3) .......... 
Davion 

Aerospace Pilot ..........0....... 
Davion 

Jumpship Crewman .......... 


20-889 


20-922 20-923 


20-982 20-983 
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: ee S 10-412 


as 


Rep Uses Seon 


Gesu ee 


10-212 


10-304 


10-415 


Figure Scale - 25mm 
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12-001 


12-011 


ae 


Lae 


SNe 


12-030 


12-040 


12-050 
12-001 Fighters (12 Different 12-020 Magic-Users (12 Different 12-040 Dwarves (12 Different Dwarf 
Fightersin Individual Magic-Users in Individual Figures in Individual 
Blister Packs in Cardboard Blisters Packs in Cardboard Blister Packs in Cardboard 
Sleeve) . ts Sleeve) ... DICE VE) Vircitnarinestvaseahisc nace 
12-OL1 Orcs (12 Different 12-030 Undead (12 Different Undead 12-050 Elves (12 Different EIf 
Ores in Individual Figures in Individual Figures in Individual Blister 
Blister Packs in Cardboard Blister Packs in Cardboard Packs in Cardboard 
$5) fee Sh | ra a Se Poet SICEVE\ sn cies DIC OVEN cance cante amt eedeerte 


Figure Scale - 25mm 
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31-003 31-004 31-005 31-006 31-007 


32-005 


31-015 31-016 


31-024 
FIEND FACTORY 


31-001 -Lord of Darkness 

31-002 Wraith Rider on Winged 
Mount (3 pes.) 

31-003 Ghost.. 

31-004 Ghoul . 

31-005 Minotaur ... 

31-006 Werewolf 

31-007 Zombie ... 

31-008 Medusa 

31-009 Mummy 

31-010 Mindslayer 

31-011 Bruise Brothers., 

31-012 Giant Half-Troll 
Champion 

31-015 Slaya, Evil High 
Sorceress ........ 

31-016 Druid and Bear 

31-017 Demon Beast .. 

31-018 Screaming Ogre with 
Tree Stump 

31-019 Horned Cyclops 

31-020 Wererat 

31-021 Eagle. 

31-022 Wraith . 

31-023 Lizardmen 
(3 Different Figures) 

31-024 Greater Animals 
(2 cougars, 2 black 
bears, 2 hyenas) ................ 
Lesser Animals 
(fox, bobcat, rattle 
snake, badger, 
wolverine, sta 
warthog) 

31-026 Wyvern 

31-027 Unicorn 

31-028 Armored Cloud Giant 

31-029 Armored Ogres 
of Doom (2) 

31-030 Huntress and 
Hunting Dragon 


36-101 36-102 


31-018 31-019 


31-025 
FANTASY SPECIALS 


32-001 Necromancer with Female 
Sacrfice on altar 
(3 pes.):... 
32-003 Robin Hood .. 
32-004 Soothsayer 
32-005 The White Knight . 
32-006 The Black Knight . 
32-009 Magic Items 
32-010 Treasure Items 
32-011 
32-014 Warrior Monks (3) 
32-016 Gladiators 
(2 different figures) 
3 32-017 Ivea, the Battle Queen, 
and Warwolf.... 
O 32-018 The Thieves’ Guild- Ro» 
the Guild Master, & two 
associates ....... 


SKELETONS 


36-101 Shogun Skeleton Lord 
36-102 Grim Reaper 
36-103 Legion of Hell 

Standard Bearer................ 
36-104 Skeleton Rider on 

Horse of Hell 


36-103 


HITE METAL 


ARMY CORE PACKS 


NTASY ARMIES 


-500 Black Prince's Chaotic 
PATINY aacaseacsssnccaselececseschae 


53-901 


JSHIDO™ 
-901 Samurai and 

Rorbti (3) ccps..eantecveorneey 
Samurai Bushi (3) 
Ninja (3)... 
Budoka and Yakuza 
(3) 
Female Adventurers 

(aorta eh cneGe Sees ae se aay 
Gakusho Priest and two 
Shugenja Magicians 
Tengu (3) 
Oni Demons (2) ... 
Kappa (3) 
Shikome (3) ......... 
Dai-Bakemono 
Dia-Oni . 
Armored Ninja (3) .. 
Ninja with gimmick 
weapons (3) wee 
Armored Samurai (3) 
Samurai 
Adventurers (3) . 
Tatsu Dragon .... 
Mukade Centipede ....... 


-902 
-903 
-904 


-905 


-906 


-907 
‘908 
909 
910 
911 
‘912 
913 
914 


915 
916 


917 
918 
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25-500 


25-501 


Set 25-500 contains: 84 veteran infantry, 6 heavy cavalry, 1 of the Black Prince's armored 
Balrogs and the great Black Prince. 

Set 25-501 contains: 72 pure foot soldiers, 12 stalwart Knights, Térak- the guardian 
Minotaur, and Leonaran mounted on Goldancer. 


53-903 
53-910 53-911 53-912 
53-906 
53-908 53-909 


Figure Scale - 25mm 


53-916 53-917 


53-918 
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61008 


61052 61054 61055 61056 61057 61058 61059 


61067 61068 61069 61070 61072 61071 61073 


61081 61082 61083 61084 


23601 23602 23603 23604 23605 23606 23607 23611 23613 23614 
RAL61027 AMAZON W/SWORD 
RAL61029 DWARF CHAMPION W/AXE 
RAL61030 FEMALE RANGER 
RAL61031 PALADIN W/FULL CHAINMAIL 
RAL61034 GNOME WARRIOR THIEF 
RAL61038 NINJA PERSONALITY W/SWORD 
RAL61040 DWARF ANTI HERO 
RAL61042 FEMALE PALADIN IN PLATE W/MACE 


23616 23617 23618 23619 23620 RAL61043 BARBARIAN HEROINE W/SWORD 
RAL61045 MONK CLERIC W/DUNGEON APPAREL 


RAL61046 MAILED WARRIOR W/DUNGEON APPRI 
THE ADVENTURERS RAL61011 ILLUSIONIST W/STAFF RAL61047 SORCERESS IN DUNGEON ATTIRE 
RAL61012 NINJA ASSASSIN W/SWORD 


RAL61048 SWASHBUCKLER THIEF 
FANTASY ADVENTURERS RAL61014 ELVEN HERO W/SWORD RAL61050 THIEF W/LONGSWORD IN AMBUSH 


# aint Risen aPEE AgoMaY. Gai OO RALSIOI6 FEMALE WIZARD W/DAGGER & STAFF scccatostl ranean fee es 
GAs ous EE Ww, RAL61O17 FEMALE THIEF W/DAGGER & SACK HRP Concha si cont ano 

RAL61003 CLERIC W/CROSS & MACE RE et OAEEGEERIC WMACE RAL61053 TORQUEMADA, CHAOS CONQUEROR 
PAPA eRe SO eke RAL6I019 FEMALE FIGHTER W/TRIANGEL SLD PR aa iy taney 

RAL61006 BARD W/SWORD & LUTE Ba NOGER RAL61055_ BRAN MAC, KING OF THE PICTS 
RAL61007 MONK W/STAFF Be ee WOSEREENT STAUP RAL61056 BAL, LORD HIGH EXECUTIONER 
RAL61008 RANGER W/SWORD & BOW RAL61022 EVIL CLERIC RAL61057 BELINDA, KNIGHT OF LIGHT 
RAL61009 BARBARIAN CHOPPING W/2H SWORD RAL61023 EVIL PRINCESS RAL61058 DARLENE, WARRIORESS OF LIGHT 
RAL61010 PALADIN W/SWORD RALLIES FIGHTER W/CHAINMAIL RAL61059 MELORIAN, RADIANT ADVENTURESS 


Figure Scale - 25mm 
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L61065 CHAOTIC BARBARIAN ATTILA RAL61081 CHI-LI YOUNG ENCHANTRESS WEIRD FANTASY 

.L61066 HERCULES RAL61082 DORNA WARRIOR QUEEN RAL23601 KINDLY OLD WIZARD 

L61067 HEROIC WIZARD RAL61083 SURON-GYL DARK ELF PRINCESS RAL23602 AERIAL SERVANT 

L61068 QUEEN OF EVIL RAL61084 NOEGU PITFIGHTER CHAMPION RAL23603 COMPLETE ADVENTURER 

L61069 JUNGLE LORD RAL61085 THORBAN DWARF CHAMPION RAL23604 SPACED-OUT DRUID 

L61070  GALLINIR ELF KNIGHT RAL61086 LANAH, BARBARIAN PRINCESS RAL23605 DWARF W/INFERIORITY COMPLEX 
.L61071 OBESS THE EXTREMELY ROTUND RAL61087 ZACCAHRIUS CONNIVING CLERIC RAL23606 GRATEFUL UNDEAD (4) 

L61072 DWARF STORMTROOPER RAL61088 FREA KOOLBLADE SHIELD MAIDEN RAL23607 SAMURAINIGHT FEVER 

L61073 ROEG BARABARIAN PRINCE RAL61089 YOUNG PALADIN SIR GARTH RAL23611 DWARF WITH NO NAME 

161074 ELLANA, DRAGONMISTRESS RAL61090 ELF ADVENTURESS VIVANIA RAL23613 COWARDLY PALADIN & SQUIRE 
1L61075 HOGAR ARMORED HALFLING RAL61091 SAVAGE CHIEFTAIN MBONGA RAL23614 ZOID, THE BARBARIAN PINHEAD 
\1L61076 KIERAN MALE PITFIGHTER RAL61092 DRAGON SLAYER AMBERLYNN RAL23615 RUMBLUNDER, COMPLETE WARRIOR 
61077 KATARO FEMALE PITFIGHTER RAL61093  SWORDMISTRESS CIERA RAL23616 KING OF THE BARDS 

L61078 SARLON DARK ELF WARRIOR RAL61094_ ENCHANTRESS ARIANNA RAL23617 DOOM BUNNY 

1L61079 DENATALE YOUNG WANDERING WIZ RAL61095 ADVENTURING WIZARD ECHIBU RAL23618 TEXAS BOB - RODEO OGRE 
1161080 SIR MICHAEL - STUPID CAVALIER RAL23619 REYNARD THE ROGUE 


RAL23620 GROAN OF SPARE KATANA 
RAL23621 DWARF WITH RUNE-SPANNER 


61-085 61-086 61-087 61-088 61-089 61-090 61-091 61-092 61-093 61-094 


10-540 11-702 11-703 
DARKSUN™ BOXED SETS BLISTER PACKS 
,..Our newest additions to the Advanced 10-540 Darksun- People of 11-700 Gladiators CPR: i Ste, eer ae oe 
Dungeons&Dragons™ miniatures line. the Band (20) Gercvercsntssss 11-701 Thri-Kreen (3) os» 
Painstakingly crafted by Partha veterans 10-541 Darksun- Light War I 1-702 Crodlu Riders (2) . 
Sandra L. Garrity and Richard Kerr, these Charlot, Jeane os cc oncsnenensedalers 11-703 Elves ‘S) (hace 
figures reflect the unique other-worldly feel * 11-704 Cliff Glider .. 
of the DARKSUN™ gaming universe. Figu re Scale = 25m m 11-705 Templars (3) 
; 11-706 Tembo 
| 


HO? AGVENUTETS (5): asccc.eaet on 
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10-511 


11-100 11-101 


11-102 11-103 11-104 


11-105 11-106 


RAL77712_ LEATHER 
RAL77713 RED BROWN 
RAL77714 DARK BROWN 


RAVENLOFT'“ 


...Ral Partha’s most chilling line of AD&D"™ 


miniatures! Bloodthirsty Beasties and RAL PARTHA acrylic paints are the best Paints available to the oe te 
terrified Townsfolk are all caringly brought miniatures painter. They are thick, i dry quickly and RAL77717 ORANGE 
to life by the highly acclaimed sculpting evenly, come in large pots, and come in a huge range of colors RAL77718 RED 
master Dennis Mize 2 so you rarely have to mix colors. For example, if you own| RAL77719 SKY BLUE 
ee several RAL PARTHA reds, you can use the lighter and darker RAL77720 TRUE BLUE 
BOXED SET reds for highlights and shading, rather than having to mix them. RAL77721 DARK BLUE 
RAL77722 COPPER METALLIC 
10-511 Ravenloft- “Denizens” (9) .. PAINT SETS RAL77723 PURPLE 
RAL77730 PARTHA FANTASY PAINTS RAL77731 KHAKI 
BLISTER PACKS RAL77740 BT AUTUMN COLOURS RAL77761 AGED METAL AD&D 
11-100 Greater Wolfwere (Dire RAL77741 BT SUMMER COLOURS pb alco i Ea taka 
WEI Brierislaree RAL77750 CHAOS WAR COLOURS RAL77763 MINOTAUR BROWN AD&D 
ybrid, Male RAL77790 SILKS AND SATINS AD&D RAL77764 HELL HOUND BROWN AD&D 
Re he ne pertiA tte Miao tes ae mem RALTI16G _MAINCORE MANE YELLOW AD&D 
= erebat (Batlord’s Human i 
& Hybrid Forms, PAINTING ACCESSORIES RAL77767 MOLD YELLOW AD&D PAINT 
ANG MLAGCKEY)Mircsci so 09 -cmchaeonaet RAL77725 SPRAY PRIMER Be Oe nee TA Gr ney 
i masansenn 3 He RAL77726 SPRAY CLEAR MATTE SEALER RAL77769 DRAGON SCALE RED AD&D PAINT 
Se cee RAL77727 DRAGONSCALE METALLIC CREME KIT RAL77770 TENTACLE PINK AD&D PAINT 
Mummy Lord, and RAL77728 BRUSH KIT RAL77771 DRAGON TONGUE PURPLE AD&D 
2 mummy servants)............ RAL77729 SPONGE APPLICATOR BRUSHES apes Pete Ue han ie 
11-103 Demi-H Vampires 5 7 
iisber oh wiGa ee INDIVIDUAL PAINTS RAL77774._ MIND FLAYER MAUVE PAINT 
Fete evar lag aie eras RAL77701 GOLD METALLIC RAL77775_ PALADIN BLUE AD&D PAINT 
PREY EIT RAL77702 SILVER METALLIC RAL77776 DRAGON SCALE BLUE PAINT 
= SOP IMIAGS it rarsem tacevecrenepeess RAL77703 BRONZE METALLIC RAL77777 BULLET BLUE AD&D PAINT 
Be cae = RAL77104. STEEL RAL77778 REMORHAZ BLUE AD&D PAINT 
11-105 Village Mob (1 Constable RAL77705 FLESH RAL77779 STORM GIANT GREEN PAINT 
and 2 each of three different RAL77706 WHITE RAL77780 BEHIR BLUE AD&D PAINT 
Villagers)@ Aaa a= ae RAL77707 GRAY RAL77781 TROLL FLESH GREEN AD&D PAINT 
11-106 Village Personalities RAL77708 BLACK RAL77782 ELVEN GREEN AD&D PAINT 
(Gurshennciges Cane RAL77709 SHAMROCK GREEN RAL77783 GHOUL FLESH LIME PAINT 
‘ RAL77710 FOREST GREEN RAL77784. BULLYWUGS BELLY GREEN PAINT 


Village Hero & Vampire 


Hunter) RAL77711 DUN 
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20-500 20-501 


20-502 20-503 20-504 20-505 


20-506 20-507 20-508 20-509 


20-510 20-511 


{1ADOWRUN™ BOXED SETS 


‘860 Corporate Dragon- Western 
(includes corporate form) 


SHADOWRUN ™ 


500 Shadow Runners (4) 
DOL UDECKENS (3) ci. 2.getzcsectysseenseos 
502 Human Street Samurai 


503 
504 Meta-human Street 
Samurai (3) . 
DOS Elves! (A) cc.cs<ceneen Her 
506 Corporate Contacts (3) ....... 
507 Go-Gangers (4 Characters, 
DABIKES).cgccuscenesavceseeesccnsnves 
508 Riggers and Rockers (4) ...... 
509 Human Street Gang (5) ....... 
510 Corporate Security Guards 
CL Ore, 4 HOMIANS): <.ccectssccens 
‘511 Lone Star Street Cops 
(1 Officer, 4 Troopers) ........ 
512 Wendigo and Sasquatch...... 
SAS OGRGUIS. (A) rec iscsaueneeect venstners 
514 Corporate Guard Animals 
(Basilisk, Cockatrice & 
Barahest):iicsccaceneueetnonerauipis 
515 Vampires- 
(Male & Female) ............... 
516 Mercs and Bouncers (4) ...... 
517 Shapshifters (Weretiger, 
Werewolf and Human 
ROUTES isaac canerooerinessieee cise 
518 Shadowbeat- 
Journalists’ (4) ............:.6.606 
UG, TriDAlS (Ay ricenessssesuencvovesssvers 


gure Scale - 25mm 


11-454 11-455 


11-451 Satyr .... oo 11-454 Efreet and Jann 
11-452 Giant Scorpion. s 11-455 Gorgon ........... 


11-453 Cyclops-Kin (3) ... 11-456 Mimics (3) 
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Grenadier 
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Figure Scale - 25mm 
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Figure Scale - 25mm 
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Figure Scale - 25mm 
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Fan necasy NEW SERIES 
GOARRIORS 


_5301 BOB NAISMITH'S UNDEAD WAR CHARIOT 


JULIE 


GUTHRIE’S SEUINEAS, <i 
foe 


paren’ Sc 


NEW SERIES 


Figure Scale - 25mm 
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8106 8107 8108 8109 8110 
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‘igure Scale - 25mm 
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FANTASY LORDS 

GREO1 GIANT LICHE LORD 

GRE02 MOUNTED & STANDING DWARVES 
GRE03 MOUNTED & STANDING FIGHTERS 
GREO4 GNOME FIGHTERS 

GREOS ORC BEER WAGON 

GRE06 GIANT CORSAIR 

GREO7 DARK ELVES 

GREOS FEMALE FIGHTER MTD & STANDING 
GRE10 KING & PRINCE 

GRE11 UNDEAD GIANT CYCLOPS 
GRE12 IDOL WITH GEMS 

GRE13 QUEEN, PRINCESS, & JESTER 
GRE14 SKELETON MTED & STANDING 
GRE15 BATTLE CYCLOPS 

GRE16 PLAINS ELVES 

GRE17 WERERAT SKELETONS 

GRE18 GRIFFON 

GRE19 KNIGHT COMMAND GROUP 
GRE20 ORC COMMAND GROUP 

GRE21 DWARF COMMAND GROUP 
GRE22 GOBLIN COMMAND GROUP 
GRE23 AMAZON COMMAND GROUP 
GREW WAR OGRE COMMAND GROUP. 
GRE25 LORD OF DEATH 

GRE26 SKELETON SHIELD WARRIORS 
GRE27 SKELETON COMMAND GROUP 
GRE28 LIZARDMEN 

GRE29 MEN-AT-ARMS 

GRE30 GIANT OGRE CHAMPION 
GRE31 GRUNCH WARRIORS 

GRE32 UNDERWORLD BOATMAN 
GRE33 SKELETON SHIELD WARRIORS 
GRE34 UNICORN 

GRE35 SNOW GIANT 

GRE36 DRAGON MEN 

GRE37 WRAITH LEADERS 

GRE38 SKELETON WINGED LANCER 
GRE39 DEMON 

GRE40 MAGIC USERS 

GRE41 BUGBEARS 

GRE42 GOBLIN WARRIORS 

GRE43 SKELETON BERSERKERS 
GRE44 SKELETON LIGHT INFANTRY 
GRE45 KNIGHTS 

GRE46 DWARF CHAMPIONS 

GRE47 WINGED WARRIORS 

GRE48 RAFT WITH CREW 

GRE49 BANDITS/BRIGANDS 

GRESO PIRATES 

GRES1 SPHINX 

GRES2 YETT 

GRES3 MOUNTED KOBOLDS 

GRES4 MOUNTED KOBOLDS #2 

GRESS CHAOS OGRE 

GRES6 GIANT MINOTAUR 

GRES57 BAT PEOPLE 

GRES58 CYCLOPS DRAGON 

GRES9 DEATH WIZARDS 

GRE60 MUTATED TROLL 

GRE61 THOG MUMMY LORD 

GRE62 BATTLE TROLL 

GRE63 CLOUD GIANT 

GRE64 FEMALE CENTAURS 

GRE65 MANTICORE 

GRE66 CREATURE OF THE CRYPT 
GRE67 DEMON MAGE (HUGE) 

GRE68 CHAOS WARRIORS (2) 

GRE69 HUGE TROLL (WITH SHADES) 
GRE70 UNDEAD DWARVES (3) 

GRE71 HUGE FROST GIANT 

GRE72 HOBGOBLINS (3) 

GRE73 CHAOS DWARVES (3) 

GRE74 ORC CHEIFTAIN & GIANT BODYGRD 
GRE75 ZOMBIE HEROES (3) 

GRE76 DARK TOWER GUARDS 

GRE77 ROYAL GUARDS 

GRE78 DJINNI 


FANTASY PERSONALITIES 


GRE701 
GRE702 
GRE703 
GRE704 


RANGERS/FORESTERS 
WERERATS 

FEMALE ELF WARRIOR 

MTD DEATHLORD & WARHOUND 


GRE705 DEATHLORDS 

GRE706 TROLLS 

GRE707_ —- ELVES 

GRE708 HIGH ELVES MTD & FOOT 
GRE709_ MTD KNIGHT W/YEOMAN 
GRE710 PALADINS 

GRE711 GOBLIN WOLF RIDER 
GRE712 GIANT WERERAT 
GRE713 FIRE GIANT 

GRE714. WOOD ELVES 

GRE715 §=DUNGEONEERS 

GRE716 PEGASUS & RIDERS 
GRE717_ MINOTAURS 

GRE718 FEMALE ADVENTURERS 
GRE719 SKELETONS 

GRE720 SKELETAL HORSEMAN 
GRE721 ROGUES 

GRE722. CHAOS BEAST HANDLER 
GRE723 HIGH ELVES 

GRE724 CENTAURS 
SINGLE PERSONALITIES 
GRE801 PALADIN 

GRE802. 9 ANTI PALADIN 

GRE803 EVIL MAGE 

GRE804 HALF ELF FIGHTER MAGE 
GRE805 RANGER WITH BOW 
GRE806 SWORDSWOMAN 
GRE807 ARMORED BARBARIAN 
GRE808 DWARF FIGHTER 
GRE809 FIGHTING BARD 
GRE810 THIEF W/SWORD 

GRE811 WHITE MAGE 

GRE812_ FEMALE CLERIC 
GRE813_ FEMALE ASSASSIN 
GRE814_ CHAOTIC HERO 

GRE815 =NORTHMAN REAVER 
GRE816 ELF FIGHTER 

GRE817 ROBED CLERIC 

GRE818 BUCCANEER 

GRE819 CAVALIER 

GRE820 HENCHMEN 

GRE821 KNIGHT W/GREAT SWORD 
GRE822. EVIL DWARF 

GRE823_ HALFLING SCOUT 
GRE824. LADY MAGE 

GRE825 ELF MAGE 

GRE826 FIGHTER W/CROSS BOW 
GRE827. FIGHTER W/AXE 
GRE828 WEAPONMASTER 
GRE829 ASSESSIN 

GRE830 HUNTRESS 

GRE831 FEMALE FIGHTER 
GRE832_ ORC CHAMPION 

GRE833 GNOME 

GRE&34 CHAOS CLERIC 

GRE835 KNIGHT W/LION SHIELD 
GRE836 FIGHTER MAGE 

GRE837 RANGER IN PLATE ARMOR 
GRE838 ADVENTURING THIEF 
GRE839_ = ILLUSIONIST 

GRE840 ROYAL KNIGHT 

GRE841 EVIL WARRIOR 

GRE842 PRINCESS 

GRE843- FEMALE THIEF 

GRE844 DARK ELF 

GRE845 HALF ELF FIGHTER THIEF 
GRE846 ARMORED CLERIC 
GRES&47 DEATH LORD 

GRE848 CHAOS WARRIOR 
GRES49 PALADIN WITH MAGIC SWORD 
GRE8S0 BARBARIAN FIGHTER 
GRE851 EVIL CLERIC 

GRE852. CONJUROR 

GRE853 HALFLING THIEF 
GRE854_ ELF SORCERESS 

GRE853 FEMALE BARBARIAN 
GRE856 HERO 

GRE857 ANTI HERO 

GRE85$ ELVEN WARRIOR 
GRE859 CHAOTIC WIZARD 
GRE860 DWARF HERO 

GRE861 ADVENTURING WIZARD 
GRE862 ROGUE THIEF 

GRE&863. DRUID 


WHITE METAI 


GRE864 FIGHTER IN PLATE MAIL 
GRE865 ELVEN ARCHER 

GRE866 FEMALE HALFLING 
GRE867 FEMALE SAMURAI 
GRE868 ELVEN THIEF 

GRE869 CHAOTIC THIEF 

GRE870 CHAMPION W/SWORD & SHIELD 
GRE871 MERCENARY 

GRE872 HALF ORC 

GRE873 OGRE CHAMPION 
GRE874 MINOTAUR CHAMPION 
GRE875 KNOLL CHAMPION 
GRE876 DRAGON MAN 

GRE877 DEVA 

GRE878 LICHE 

GRE879 WERERAT COMMANDER 
GRE880 WRAITH 

GRE881 SUCCUBUS 

GRE882_ MONSTER SLAYER 
GRE883_ MERCHANT THIEF 
GRE884 FEMALE ROGUE 

GRE885 FEMALE RANGER RANGER 
GRE886 DARK ELF SORCERER 
GRE887 BERSERKER 

GRE888 QUESTING RANGER 
GRE889 THIEF WITH SLING 
GRE890 YOUNG MAGE 

GRE891 ADVENTURE CLERIC 
GRE892_ BARBARIAN ARCHER 
GRE893 CHAMPION WITH TWO H/SWORD 
GRE894 GREY WIZARD 

GRE895 WHITE WITCH 

GRE896 BLACK SORCERESS 
GRE897 DEVIL 

GRE898 LIZARDMAN 

GRE899 CAT FOLK WARRIOR 


FANTASY WARRIORS 


GRE901 WIZARD & COMPANIONS 

GRE902. CLERIC & COMPANIONS 

GRE903 RANGER & COMPANIONS 

GRE904 = THIEF & COMPANIONS 

GRE905 BARBARIAN & COMPANIONS 
GRE906 = FIGHTER & COMPANIONS 

GRE907 OGRE ARMORED 

GRE908 OGRE BERSERKER 

GRE909 OGRE MERCENARY 

GRE910 ORC WOLF RIDER CHAMPION 
GRE911 ORC WOLF RIDER ARCHER 
GRE912_ ORC WOLF RIDER 

GRE913. DWARVEN URVINE CAV W/SPEAR 
GRE914. DWARVEN URVINE CAV W/AXE 
GRE915 DWARVEN LEADER 

GRE916 UNDEAD WARRIORS W/2HCW 
GRE917 UNDEAD WARRIOR W/ SWORD & SH 
GRE918 UNDEAD WARRIORS 

GRE919 GOBLIN ARCHERS 

GRE920 GOBLIN WARRRIORS 

GRE921 GOBLIN CHAMPIONS 

GRE922. BARBARIAN WARRIORS 

GRE923. BARBARIAN BERSERKERS 

GRE924 BARBARIAN ARCHERS 

GRE925  L.GOBLIN RABBLE 

GRE926 GREAT GOBLIN 

GRE927 GREAT GOBLIN CHIEF 

GRE928 GOBLIN BATTLE STD 

GRE929. DWARF URSINE LEADER 

GRE930 DWARF URSINE CHAMPION 
GRE931 DWARVES WITH SPEARS 

GRE932 DWARVES W/2 HANDED WEAPONS 
GRE933. DWARVES WITH AXES 

GRE934_ DWARVES WITH CROSSBOWS 
GRE935 DWARVEN SCOUTS 

GRE936 DWARVEN CHAMPIONS AND HEROES 
GRE937 DWARVEN GIANT CROSSBOW & CREW 
GRE938 TROLL WITH CUTTING WEAPONS 
GRE939 TROLL WITH SMASHING WEAPONS 
GRE940 TROLL WITH STONE CLUB 

GRE941 WAR TROLL CHAMPION 

GRE942 = ORCS WITH TWO HANDED WEAPONS 
GRE943 ORCS WITH HAND WEAPONS 
GRE944 ORCS WITH POLE ARMS 

GRE945 ORCS WITH SCIMITARS 

GRE946 ORCS WITH SPEARS AND SHIELDS 
GRE947 ORCS BOLT THROWER 


HITE METAL 


LE948 
LE949 
E950 


ORCS WITH BOWS 
ORCS CHAMPIONS 
ORCS LEADERS 


ARRIOR ARMY PACKS 


E1401 
E1402 
£1403 
E1404 
E1405 
E1406 
E1407 
E1408 
E1409 
E1411 
E1412 
E1413 
E1414 
E1415 
E1416 
\E1417 
E1418 
E1419 
E1420 
E1421 
E1422 
‘E1423 
E1424 
‘E1425 
‘E1426 
‘E1427 
‘E1428 
\E1429 
‘E1430 
E1431 
E1432 
E1433 
E1434 
E1435 


WOOD ELVES WITH BOWS 

WOOD ELVES WITH SPEARS 

WOOD ELVES WITH SWORDS 
FIGHTING MEN WITH LONG BOWS 
FIGHTING MEN WITH POLE ARMS 
FOOT KNIGHTS 

WOOD ELF CHAMPIONS 

FIGHTING MEN COMMAND 
MOUNTED KNIGHTS 

BARBARIANS W/HAND WEAPONS 
MOUNTED PALADINS 

WOOD ELF EAGLE RIDERS 
FIGHTING MEN CHAMPIONS 
MEDIEVAL HANDGUNNERS (5) 
BARBARIAN COMMAND (4) 

WOOD ELF HERO EAGLE RIDER 
MEDIEVAL FOOT PALADINS (5) 
CITY GUARDS WITH PIKE & HALBRD 
WOOD ELF CAVALRY 

FIGHTING MEN WITH HALBERDS 
ELVEN LORDS 

BARBARIAN WARRIORS 

FIGHTING MEN W/CROSSBOWS 
WOOD ELF CAVALRY COMMAND 
BARBARIAN ARCHERS 

HIGH ELVES WITH SPEARS 

HIGH ELVES WITH LONG BOWS 
BARBARIAN GIANT 

HIGH ELVES WITH 2 HANDED WEAPN 
BARBARIAN HEROES (5) 

HALF ORCS WITH HAND WEAPONS 5 
FIGHTING MEN:WIZARDS & PRIESTS 
BARBARIAN BERSERKERS (5) 

EVIL FOOT KNIGHTS (5) 


.1TTLE LORDS BOXED SETS 


E1601 
E1602 
E1603 
E1604 
E1605 
E1606 
E1607 
E1608 


BATTLE LORDS FOOT KNIGHTS 
ORCS - BATTLE LORDS 
DWARVES - BATTLE LORDS 
GOBLINS - BATTLE LORDS 
AMAZONS 

WAR OGRES 

OGRES OF THE EAST 

CHAOS DWARVES 


'ECIAL EDITION BOXED SETS 


‘E2525 
E2526 
E2527 
E2528 
E2529 
E2530 
E2531 
E2532 
E2533 
E2534 
E2701 
E3501 
E3511 
E5000 
25301 
E5302 
E5401 
E5901 
E5902 


ULTIMATE DRAGON 

ORIENTAL DRAGON 

INVINCIBLE DRAGON 

GIANT GRIFFIN 

SHADOW DRAGON 

WAR MAMMOTH SPECIAL EDITION AP 
THUNDER LIZARD W/LIZARD KING 
ROC - MEGA GIANT FALCON 

WAR RHINO 

HUGE BLACK DRAGON 

BATILE GIANT SPECIAL EDITION 
FIRE GIANT 

GOBLIN WAR GIANT 

FANTASY WARRIORS GAME 
UNDEAD CHARIOT 

AMAZON ATTACK CHARIOTS 
JUGGERNAUT 

ORCS (36 PLASTIC FIGURES) 
DWARVES (36 PLASTIC FIGURES) 


JLOSSAL LORDS BOXED SETS 


E3301 
E3302 
E3303 
E3304 
E3306 
E3307 
E3308 


MALE FROST GIANT 

FEMALE FROST GIANT 

GRIM REAPER 

CASSANDRA, FEMALE PALADIN 
YVETTE, ENCHANTRESS 

GWYDION THE WIZARD 
DRACONIA THE DRAGON EMPRESS 


GRE3309 
GRE3310 
GRE3311 
GRE3312 


JOSEPHUS THE ROGUE 
RAMONE THE ROGUE 
THE PALADIN 
SHI-NAYE THE RANGER 


MASTERPIECE EDITION BOXED SETS 


GRE5501 
GRES5502 
GRE5503 
GRE5504 
GRE5505 
GRE5506 


WAR MAMMOTH 

DEATH DRAGON 

WAR CHARIOT 

DEATH GIANT - MASTERPIECE 
IMPERIAL MAMMOTH 

WAR RHINO 


FANTASY WARRIORS BOXED SETS 


GRE6001 
GRE6002 
GRE6003 
GRE6005 
GRE6006 
GRE6007 
GRE6008 
GRE6009 
GRE6010 
GRE6011 


FANTASY LORDS 

SKELETON RAIDERS OF UNDEAD 
ELVES OF SILVAN BROTHERHOOD 
KNIGHTS, FIGHTERS, MEN AT ARMS 
DEMONS 

DUNGEON RAIDERS 

FANTASY KNIGHTS 

COMEDY LORDS 

KING ARTHUR 

KNIGHTS OF THE ROUND TABLE 


SINGLE PERSONALITIES 


GRE8101 
GRE8102 
GRE8103 
GRE8104 
GRE8105 
GRE8106 
GRE8107 
GRE8108 
GRE8109 
GRE8110 
GRE8111 
GRE8112 
GRE8113 
GRE81 14 
GRE8115 
GRE8116 
GRE8117 
GRE8118 
GRE8119 
GRE81 20 
GRE8121 
GRE8] 22 
GRE81 23 
GRE8124 
GRE8125 
GRE8126 
GRE8127 
GRE8128 
GRE8129 
GRE8130 
GRE8131 
GRE8132 
GRE8133 
GRE8134 
GRE8135 


FANTASY WARRIORS BOXED SETS 


GRE9002 
GRE9003 
GRE9004 
GRE9005 
GRE9006 
GRE9007 
GRE9008 


DRAGON LORDS BOXED SETS 


GRE9601 
GRE9602 
GRE9603 
GRE9604 
GRE9605 
GRE9606 
GRE9607 


FIGHTING PALADIN 

CHAOS SWORDSMAN 

DWARF ADVENTURER 

WIZARD ADVENTURER 

FEMALE SNEAKTHIEP 

FEMALE PALADIN 

RANGER WITH TWO SWORDS 
FIGHTER WITH SWORD & SHIELD 
MYSTERIOUS STRANGER WITH SWORD 
CLERIC CASTING SPELL 

BLACK KNIGHT 

WHITE KNIGHT 

HALF ELF WARRIOR MAGE 

VILLAIN 

FEMALE ARCHER 

ENCHANTRESS 

RANGER BOWMAN 

HALFLING ADVENTURER WITH SWORD 
DUNGEON RAIDER 
BERSERKER IN WOLFSKIN 
DARK PALADINS 

DESERT RAIDER 

HIGH ELF FIGHTER 
MASTER WIZARD 
FEMALE RANGER 
FEMALE BARD 

FIGHTING CLERIC 

ELVEN RANGER 

DARK WIZARD 

ARMORED WARRIOR 
ROYAL PALADIN 

EVIL ARCHER 

DWARF WITH CROSSBOW 
ROGUE ADVENTURER 
FEMALE WOOD ELF 


ORC BATILE SET 

DWARF BATTLESET 

ORC WOLF RIDER 

ORC GENERALS WAR CHARIOT 
HOBGOBLINS 

DWARF CANNON 

GOBLIN WAR BAND BOXED SET 


BLACK DRAGON II 
RED DRAGON I 
WHITE DRAGON II 
BRASS DRAGON II 
GREEN DRAGON IL 
SILVER DRAGON I 
BLUE DRAGON II 
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GRE9608 COPPER DRAGON II 
GRE9609 BRONZE DRAGON II 
GRE9610 GOLD DRAGON II 
GRE9611 PLATINUM DRAGON II 
GRE9612_ SPECTRAL DRAGON II 


JULIE GUTHRIE DRAGONS 


GRE9901 GREEN DRAGON W/VICTIM 
GRE9902 RED DRAGON 

GRE9903 DRAGON ON TREASURE HORDE 
GRE9904 SKELETAL DRAGON 
GRE9905 CHAOS WAR DRAGON 
GRE9906 GOLDEN WAR DRAGON 
GRE9907 BLACK DRAGON 

GRE9908 WHITE ICE DRAGONS 
GRE9909 BLUE DRAGONS 

GRE9910 FIRE DRAGON 

GRE9911 HYDRA DRAGON 


WARRIOR ARMY PACKS 


GRE51001 UNDEAD W/HAND WEAPONS (5) 
GRE51002 UNDEAD W/2 HANDED WEAPONS (5) 
GRE51003 UNDEAD ARCHERS (5) 

GRES1004 UNDEAD CAVALRY (2) 

GRE5S1005 UNDEAD COMMAND (4) 

GRE51006 UNDEAD BOLT THROWERS (2) 
GRE51007 NECROMANCERS (5) 

GRE51008 WRAITHS ON HORSES (2) 

GRES1009 SPECTORS, MID & FOOT 

GRES1010 LICHES, MID & FOOT 

GRE51011 AMAZONS WITH SWORDS & SHIELDS 
GRES1012_ AMAZONS WITH 2 HANDED WEAPONS 
GRES1013 AMAZON ARCHERS 

GRES1014 AMAZON GUARD 

GRE51015 UNDEAD GIANT 

GRE51016 UNDEAD TROLL 

GRES1017 UNDEAD WARRIORS 

GRE51018 UNDEAD CAVALRY COMMAND 
GRES1019 AMAZON COMMAND 

GRE51020 GIANTESS 

GRE51021 AMAZON CAT RIDERS 

GRES1022_ AMAZON CAT ARCHERS 

GRES1023 GOBLIN GIANT SPIDER RIDERS 
GRE5S1024 HOBGOBLIN INFANTRY 

GRE5S1025 HOBGOBLIN COMMAND 

GRES5S1026 HOBGOBLIN HEROES (5) 

GRES1027 HORSE RAIDER WARRIORS 
GRE51028 HORSE RAIDER ARCHERS 

GRE51029 HORSE RAIDER COMMAND 
GRE51030 HORSE RAIDER HEROES 

GRE51031 GOBLIN SPIDER RIDER WIZARD 
GRES1032 GOBLIN SPIDER RIDER HERO 
GRE51033 GOBLIN SPIDER RIDER LEADER 
GRES51034 GOBLIN SPIDER RIDER GUNNER 
GRES1035 UNDEAD FLYER 
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Additional Rules, Tricks and Creatures for Fantasy Warriors 
by Nick Lund 


This is the first in a series of articles supporting Fantasy Warriors, written by the 
game’s designer himself. This month, Nick gives us a glimpse of what he’s planning 
to put into the second Fantasy Warriors supplement, tentatively entitled Mercenary. 


In this issue, Nick shows us two more ways for warchiefs to whip their troops into 
a frenzy: speeches and the infamous Goblin War Chant. Plus, we’re introduced to 
poisoned arrows, a new kind of individual—the marksman—and one of the most 
dangerous creatures in the Fantasy Warriors realm: the dreaded Goblin War Giant! 


Speeches 


Instead of boasting to his whole army and running the 
risk of having the boast backfire upon himself in the 
middie of the battle. a warchief can instead choose to 
deliver a rousing speech to just one Specially selected 
unit. 


If it’s a good enough speech. the affected unit will be 
inspired enough to start the battle in bloodlust. if 
it’s a bad speech. the effect is reversed and the unit 
beings the battle shaken. 


If the warchief can deliver a legendary speech, other 
units in the command will notice the effect upon 
their fellows and become inspired themselves. 
speeches are an excellent method of getting berserkers 
and shapechangers up to their full. destructive 
potential immediately, 


Conversely. a incredibly horrible Speech can cause 
the entire command to have second thoughts about 
following such an inept commander into the thick of 
battle, 


Rules for Speeches 


* Speeches can only take place during the Boasts and 
Omens phase of a battle, ie. before the battie 
actudlly begins, 


«* The warchief can only give a speech to one unit in 
his army. 

* If the warchief makes a speech he cannot make a 
hoast 


* The warchief has onty one attempt at making a 
Speech: 


*« The speech cannot be made to a unit that took part 
in scouting. 


* When the speech is finished, the warchief remains 
with the unit. He must start the battle in base-to 
1 


base contact with that unit. fle is, however. free to 
leave the unit as soon as he tikes 


how to Give a Speech 


During the Boasts and Omens phase, the player 
announces that his warchtef is gotng to attempt to 
flood the veins of one of his units with fire by maki ng 
an unforgettably rousing speech. The player then 
places his warchief in base-to- base contact with the 
unit he wishes to make the speech to and proceeds as 
outlined betow, 


The player throws 1D and adds his warchicef’s 
leadership to that, as well as any other appropriate 
modifiers as listed on the Speech Modifiers Table. He 
then consults the Speech Kesults Table to determine 
the outcome of his efforts 


Speech Modifiers Table 


HITE METAL 


Speech Results Table 


The Goblin War Giant 


The legendary Goblin War Giant is far and away the 
most awesome and destructive physical weapon 
available to a Goblin army or. for that matter, to any 
army. 


War Giants are Virtually unstoppable and have been 
known to plow on and on through unit after unit of 
heavily armed warriors while enduring repeated 
missile volieys and stil! survive the encounter 
virtually unscathed, 


They are not. however, invulnerable. Any lucky blow 
or shot can kill a War Giant, and if the gargantuan 
creature should somehow fall. a devastaling sensation 
of dread will ripple throughout the entire Goblin 
army. potentially causing the remaining force to 
turn tatl and run. 


The dimensions of a Goblin War Giant's base should 
be 4 by 3° 


The Goblin War 


GRENADIER MODELS Page 79 


Special Rules 


The War Giant and crew are treated as one unit during 
the game. The Goblin crew is accounted for in the 
Giant's profile. as are the two ballistas atop his war 
platform. A leader and a standard bearer are part of 
the crew, and their cost is aiso figured into the 
Giant's profile. 


When firing the War Giant's ballistas. use the 
Statistics on the lower part of the profile. Otherwise, 
use the top line. 


Note that if the Giant is reacting or disorganized, 
then so are the Goblins and the ballistas. 


Tests and Reactions 


« ifa War Giant has to make 4 or more saving throws 
in any phase and still remains alive, it must take 
the appropriate test for that phase (ie. Threat. 
Casuaity or Combat). All normal reaction rules 
apply. 


¢ The War Giant can reorganize and be influenced 


normally. 


* The War Giant can threaten and ceunter-threaten. 
if it does so, the target unit must treat the War 
Giant as if it had two musicians. This is due to the 
War Giants horrifying bellow, 


Giant Profile 


Shooting the Giant's Ballistas 


e« The ballistas have 6 volley counters each. as per 
normal. 


* Due to the War Giant's height, the ballistas can 
fire over 1 feature of difficult terrain, provided 
the War Giant is in base-to-base contact with it. 


e Similarly, the ballistas can fire over an enemy 
unit with which the War Giant is in base-to-base 
contact. 


¢ The effects of the War Giant's height work both 
ways. Enemy missile units can fire at the War 
Giant over an intervening unit and/or terrain 
feature, providing the Giant is in base-to-base 
contact with them. 


« The Goblins can fire the ballistas normally during 
the Shooting phase. even if the War Giant is in 
combat. Better yet, they can even shoot at an enemy 
unit which is in combat with the War Giant and in 
the War Giant's line of sight, although they can 
still only do this during the Shooting phase. 


The Death or Rout of a War Giant 


e If the giant is killed or routs, the Goblin crew 
suffers his fate. 


* The Goblin army must take a Command Test this 
turn. 


The War Giant with an Army Standard 


For an extra 50 points, the War Giant can carry an 
army standard. In this case. a few special rules 
apply. 


e While the War Giant is alive and on the field, the 
standard remains and confers its bonus during a 
command test. 


e The army standard cannot be taken down. 


e If the War Giant is killed or routs. the army 
standard is considered wrecked and a Command 
Test must be taken that turn. 
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Marksmen 


Marksmen are individuals who are crack shots, able 
to snipe at (and perhaps pick off) an enemy individual 
with a single arrow. 


Special Rules 


The following rules on/y supersede the standard 
Shooting on Single Figures for marksmen. 


e Marksmen can only snipe at individuals, warchiefs 
and battle leaders that are not in base-to-base 
contact witha standard unit. In the case of groups 
made up solely of normally eligible targets, the 
marksman can choose one of them as his target. 


e Marksmen don't use volley fire. Accordingly, 
marksmen do not need volley counters. Marksmen 
can fire once per turn indefinitely. 


° Marksmen never use poisoned arrows (see below). 


e A marksman cannot fire if he is involved in 
com bat. 


e If a marksman is in base-to-base contact with a 
unit, he is unable to use his sniping skill. If the 
unit is armed with bows, however, he can add his 
worth during shooting. 


e A marksman in base-to-base contact with friendly 
individuals, warchiefs or battle leaders that are 
not with a unit, he can use his sniping skill. 


how to Snipe 


Throw 1D, subtracting -1 if the marksman is enduring 
bad light and check the result on the Sniping Table 
below. If a hit is scored, check for kills normally. 


Sniping Table 


Marksman: 
| Dwarven | 


Wood Elf 


ca _ 1 Lt Hd 


Pcs 


8 


Marksmai 
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The Goblin War Chant 


The aim of the Goblin war chant is to whip the entire 
army into bloodlust before the enemy has a chance to 
react. At its most potent, the war chant can force the 
foe to check its will to stand and fight. The downside 
of this is that once a Goblin army embarks upon a war 
chant, it must run its course. A war chant can also 
fail, and this can spell disaster. 


¢ The war chant begins on the first Threat phase of 
the battle. 


¢ It involves all the units in the Goblin army. 


* All commands in the army must be under Hold 
orders. 


* None of the army's units can be reacting. 


* Commands that have scouted also take part. as do 
any allied commands. 


* Units can do nothing but chant while engaged ina 
war chant. 


¢ If awar chant continues for more than one turn, it 
affects the enemy during every Threat phase that 
it is still going. 


° If any unit in the chanting army acquires a reaction. 
the war chant is broken. 


¢ A war chant comes to an end only if the player rolls 
a result that ends the chant or if one of the 
chanting units acquires a reaction. The player 
cannot voluntarily stop it. 


how to Use a War Chant 


At the beginning of every Threat phase during which 
the chant is going, the player must throw 1D and add 
to that the Worth of his warchief, as well as any other 
appropriate modifiers from the War Chant Modifiers 
Table. Then check for the result on the War Chant 
Results Table. 


War Chant Modifiers Table 


Poisoned Arrows 


One sort of optional ammunition for units of bowmen 
and longbowmen is a volley of poisoned arrows. These 
treacherously tainted missiles can turn a regular 
bow-armed unit into a force capable of threatening 
the most powerful creatures, but only armies not 
particularly concerned with honorable conduct will 
use them. 


* Poisoned arrows cost 20 point per volley counter. 


e They are only available to units armed with bows 
or longbows. 


* Only Goblins and Orcs will use poisoned arrows. 


* As before, no unit can have more than 6 volley 
counters, poisoned arrows or otherwise. Any 
number of those 6 counters can be poisoned, 
however. 


The @ffects of Poisoned Arrows 


e Any creature wounded by an attack which included 
a poisoned arrow volley makes his saving throws 
(if he has one) at -1 for each poisoned arrow volley 
used in the attack. 


Making Poisoned Arrow Counters 


To make poisoned arrow counters, simply color the 
tips of some of your regular volley counters black. 


War Chant Result Table 


it ends abruptly with a deafening 
war cry. All chanting units go into 
bloodlust, and all chanting 
commands switch to Attack orders. 
The chant is over 


ant 


TE The chant is only half-hearted, and 
so it falters and dies with barely a 
murmur. The chanters are obviously 
intimidated by the enemy. All 
chanting units become shaken, and 
the omens for the Goblin army turn 
bad. The chant is over. 
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A Battle for Fantasy W arriors 


by Matt Forbeck 


This scenario pitches an elite Wood Elf guard against an invading Goblin force 
spearheaded by a Goblin War Giant. The Elves are determined to defend their home 
from being despoiled by the Goblins, but can they withstand the War Giant’s wrath’ 


Rogue Giant gives players a chance to try out some The Wood Elves have a marksman on their side, an: 
of the new Fantasy Warriors rules introduced in the Elven player could try giving a speech to hi 
this issue of The Bulletin. shapechangers in order to get them into their bea 


Besides the War Giant, the Goblins have three poisoned forans as socn. as possible, 


arrows volleys at their disposal, and the Goblin After playing this scenario through, you could tr 
player has the option of trying out the Goblin War making up some of your own using the new rules. | 
Chant if he likes. any case, have fun! 


tooo Point Goblin Army 


Warchief’s Command 


1 Warchief, leadership 5 34 + 80 a | 
Units 
20 Goblin Infantry Archers, including leader and champion specials 20x 5+ 20 mi S12 


+ 3 Poisoned arrow volleys = 
20 Goblin Infantry armed with blades, including leader and champion specials 20 x 3 + 20 = 8 
1 Goblin War Giant ee 1g 


Total Points = 100 
tooo Point Wood &If Army 
Warchief’s Command 
1 Warchief, leadership 5 31 + 80 sei 
1 Marksman =e eal 
1 Hero = 8 
1 Scout = 6 
1 Banner Bearer = 4 
Units 
10 Elite archers, including leader and champions specials 10x 12+20 = 14 
7 Elite infantry with spears, including leader and champion specials 7x 12+ 20 = 10 
5 Elite shapechangers, including leader and champion specials 5 x 38 + 20 = 21 
3 Elite eagle riders, including leader and champion specials 3X59: +20 = eepant 
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The Amazon Army List 


Having long ago taken refuge from the civilization of man, the location of the 
Amazon tribes has often been a closely guarded secret. Whether they live deep 
in the heart of the darkest jungles, high in a mountain refuge or upon some 
isolated island, one thing remains the same. These women excel at one thing: war! 


Amazon armies can have an allied command of warriors from any combination of 
the following races: dwarves, elves, barbarians, men or ogres. They can also be 
part of a command allied with an army of dwarves, elves, barbarians or men. An 
allied command cannot outmumber the rest of the Amazon army, and it must have 
a battle leader. Additionally, this command cannot have any individuals. 


An Amazon army can have one of each type of talisman for 100 points each. 


Amazon Infantry 


SAV TER PTS UPG 


sINO.. No 43 
No 
“ 


Witch on a 
Big Cat oe I : No Night 
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BOX SETS 


Each kit contains a complete miniatures 
adventure party consisting of: 


By Bob Murch 


2001 = Wizard’s Adventure Party ...... ¢ Parts for figures pictured. Any kit may be combined with one or more 
2002 Conquistador Dwarves ........ ¢ A game master's sheet with character of the other kits for a complete adventure 
2003 +The Iron Brotherhood......... descriptons, maps and a scenario. AME SCENATIO 4g 


2004  Vampyres of Tandaloor ¢ Aplayer's guide that includes painting 
instructions, character stats and a general 
description of that set. 


* A two-sided floor plan. 


Fantasy 


CHARIOIS 


FANTASY CHARIOTS BOXED SETS 

by Bob Murch 

3057  Paladin’s Chariot of Deliverance . 

3077 ~—-Elf White Wing Chariot ......- 

3098 Dwarf Ox-Chariot, 3057 
Sturm-Wagonne Mk 1......... 
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3077 


By Bob Murch 
3090 Graff Hawksteel, Mtd 
Sc EMS tence aes to ee 


3091 Dwarf General Staff, 

Officer, Horn & Standard..... 
3092 Iron Featers, Crossbows Giiee. 
3093. Dwarf Bombard, 

The Thunder Buster .......... 
3094  Bumer Truppen, Hand 

GURNETS Shien ere arin. es 


SpearsS ra ieee sect ven 
3096 Trench Pounders, Dwarf 

Sapperen(s) srs . os eee 
3097 Auto Dart Thrower, 

The Nebbeldwarfer .......... 


NEW BOXED SETs 


by Bob Murch 
2005 Orc War Triceratops, 
Hartha the Death Machine ..... 
2006 Bone Warriors, Army, 
Shambling Death ............ 
2009 Darklord’s Guardian Dragon, 
Vasmilian the Vile ........... 


VASMILLION 
the VILE 


Guardian Dragon 
Figure Scale - 25mm 


HARTHA the 
DEATH MACHINE 


Orc War Triceratops 


re, 5 
Hy 
LE 2 

Neste 


SHAMBLING DEATH 


Bone Warriors Army 


- 
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t Rafm Fantasy - 25 mm 


By Bob Murch 


3050 Grand Master Mtd & Dismtd . . . 
3051 Heaven's Fist Cavalry (2) ...... 
3052 — Faith’s Blade Men at Arms (3) . 
3053 Swordsmen of the Red 
Gauntlet.(3)2 cies ace ee 
3054 Archers of Raven’s Flight (3) ... 
3055 Men of the White Heather (3) .. 
3056 Castle Defenders (5).......... 


3055 


ij Rafm Fantasy - 25 mm 


Elves | 
OF THE i § : f § 


3070 Prince Sarnath Mtd & Dismtd . . 
3071 Elf Cavalry of the Wind 

Riders vere tts... Sane 
3072 Elves of the Sylvan Swords (3) . . 
3073 Archers of the Crystal 

Bliphtsi(S ieee tps. 0. ee 
3074 — Spears of Strong Wood (3) ..... 
3075 Privatcers(3 isso. . 
3076 Elf Flame Cannon, 
The Dragon’s Tongue ......... 


3070 
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Rafm Fantasy - 25 mm 


By Bob Murch 
3101 Warlord Mtd & Dismtd ....... 
3102 Shining Death Cavalry (2) ..... 
3103 a9" HrontLords (3)ke. ave ee 
S104: lmpalers (Yc. Fo nee 
3105  Skullsplitters (3)............. 
3106 The Doom Singers (3) ........ 
3107 = Hell’s Claw Assasins (3)....... 
3108 Darklords’ Bodyguard (3)...... 
SEOD) -WCleaversi(3) ce ss ea nae 
3110 Blood Champions (2)......... 
3111 — Blood Berserkers (2)... . 
3112 Land Dragon & Rider .. 


The Monsters 
of Chaos 
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By Stephen Koo, 
SO0l | Spider dontes htt oets oc 8 
3602 Sinister Ogre w/Shield & 
Hamimetinncnctge te si. c0ca estas 
3603 =‘ Fighting Skeletins (3) ......... 
3613 = Thrafgar’s Body Guard (3) ..... 
3614 Thrafgarthe Giant ........... 
3615 Necromancers (3).........--- 
S616. —Minotaunses 5: Tevenan = 2 
S6h7- WeatheDancer’. ic. omer «22 's3 
3619 SSO rest), Ss eee ee 
3620  Spectors of Darkness (3) .....- 
3621 Fighters of the Ring (3)........ 


Figure Scale - 25mm 


WIZARDS OF LAW 2% 


by Bob Murch Be 
3827 Great Wizard w/Book......... 
3828 Friendly Friar, Squire John 
; ALND Pr ehnecte cetera arelee ae 
3829 High Priestess of the Wood... . . 
3830  Conjuring Illusionist w/Illusion . 
3831--» Great Wizard Mtd.... 2. vs. 
3832 —_— Pilgram Priest & Beast 
OM BUNGEN trae ee scien ee 


N 
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Figure Scale - 25mm 


Legions of 
Darkness 


by Bob Murch 


3201 Giant Ore General 
3202 Ore Standard & Goblin 

PUTUTAIMErS: | Sortie eee 
3203. Ore Warband w/ pole arms (3) . . 
3204 Orc Warband w/ bows (3)...... 
3205 Ore Warband w/ 2-handed 


WEADOTIS|(S)5 cr avatar ieee oes 
3206 Orc Crossbowmen (2) w/Goblin 

Mantle trac nant Acme 
3207 — Goblin Lord Mtd. on giant 

Bvineli( 2) errr. «sc A Goes 


3208 — Goblin Archer on giant bird (2) . 
3209 Ons@hiettansi@bmen-. ss. uae 
3210 Orc Heavy Inf w/ pikes (3)..... 
3211 Goblin Light Inf (4) .......... 
3212 Ore Wolf Raider Chieftans (2) |. 
3213. Ore Wolf Raider Warriors (2)... 
3214 Orc Wolf Raider Nomads (2) ... 
3215 Giant Orc Champions (2)... .. . 
3216 Giant Orc Berserkers (2) ...... 
3217 = Mighty Orc Warlord.......... 
3218 Ore Catapult, The Head Banger . 
3219 — Assault Unit, Orc Wall 

Criwierss st, Si oe eee 
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Demons ,; 


by Bob Murch 


Figure Scale - 25mm Darkness 


3706 Armoured Minotaur.......... 
3707 Savage Minotaur............. 
3708  Wizard’s Travelling Wagon ..... 
3709 — Crodius the Fantastic 

W/L KIS: (3) aettnec setae ate 
3710 Winged Demon w/ Goulish 

RIGGED) ene fe. Pees ae 
3711 Skracks, Birdmen Warriors (2) . . 
STige= eMimotae Winget ce ee Resins 


Gey 


3712 
by Bob Murch 
3833 Fire Elemental & Fire Mage... 
3834 Water Elemental & Sea Witch .. 
3835 Air Elemental & Summoning 


WAzat de ee cocgs ce hae bec 
3836 Earth Elemental & 


Earth Priestess... 40... eee. 


3833 3834 3835 3836 


Barbarian 
arriors 


3821 Norse Fighter w/sword & shield . 
3822 Norse Fighter w/battle axe .... . 
3823 =Norse Fighter w/2-handed 

SWORD Earner nes cate albert 
3824 | ‘Berserkere..oeokceee ena oe 
3825 Norse War Chief Mtd......... 
3826 War-Wolf & Master .......... 


By Bob Murch 


3824 
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Rafm Fantasy - 25 mm 


Wanderers 


By Bob Murch 


3801 Adventurers). as 225500. 85 
3802; ‘Dwarvesi(3):, aces cee. «> 
3803 ROgUGSHO Mires ton. soiageans Pas 
S804) Clenics'(S ies ces ese «oo 
3805 ~ Elven Warriorsi@) 2.0 5...:-.. 
3806. Bowmen (Gye. kl clas 
3807 Female Warriors (3) .......... 
3808 |= Sorcerors:(3)icc< eee ete 
3809 Armoured Fighters (3) ........ 


fi Rafm Fantasy - 25 mm 


Night Callers 


BONE WARRIORS 


By Bob Murch 


3871 Bone Warrior w/sword & Shield . 
3872 Bone Warrior w/battle axe .... . 
3873. Bone Warrior w/2-handed 

SWODE Se cae ee ls oe 
3874 Bone Warrior w/crossbow ..... 
3875 Mtd. Undead Warlock ........ 


3876 Bone Warrior Chieftan Mtd .... ¢ . 
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Rafm Historical - 25 mm 


by Bill Schwarz 
SE-|>-, Large Ballista.. seiner... 
SE-2 _ Large Catapult, Onager ....... 
SE-3 Small Catapult, Dart 

Thrower (2). ae aes « 
SE-4 Small Catapult, Onager ....... 
SE-5/6 Crow, Heavy Scaling Ladder ... 
SE-7 Wheeled Siege Shields, 

Mantlets (3) Jcisusern une. fre 
SE-Si0) -Fite\Raiser. co.cc cavatas nese ste 
SE-9 Small Siege Tower ........... 
SE-10 Springal (Falarica) ........... 
SE-1I/I2 Battering Ram & Frame 

MOStUG aac ieeanese eet carceetetcin ake 
SE-13 Medieval Cannons, Pot au Feu & 

Crecey Cannon 200 62ees. 222 
SE-I4] ST rePuchety 6: force -c i eycnaeriarente aha: 
SE-15 Scaling Ladders, (3 Assorted). . . 
‘SE-16 Greek Fire Projector.......... 
SE-17e5-Petaryic. 130 seo sects as soto 
SE=1S == Molec hese sme. a aun ace 
SE-19 Roman Ballista.............. 
SE-20 Chinese Rope Catapult ........ 
SE-23 Medieval Crew... 2.2.5.2... 
SE-24. -Roman Crew. 2..5.2..02.2-25 
SESS Greck Crewe mun one 
SE-26%— Orpan Guile cence ee i oe 
SE-27 Early Bombard (2) ........... 
SE-28 Hooped Bombard............. 
SE-29 Large Bombard.............. 
SE-30 Swinging Mantlet............ 
SE-31 Medieval Breech Loading 

Cannone s,s ee eaterarin  s siee 

SE-32 Roman Scorpion Bolt 

*ENEOWEI C2) oatite sage ae 
SE-33 Roman Carroballista Bolt 

Thrower (2) 
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i} Rafm orar-KHAN 


_TERRAN FED | 


REACTION MARINES ;« 


- 
Sculpted by Bob Murch ‘an 


Marine Reaction Unit 
Command (3) 

Marine Recon Section (3) 
Marine Reaction Assault 
Section (3) 

Marine Reaction Special 
Weapons Section (3)......... 
Marine Reaction Heavy 
Weapons Specialists (2) ...... 
Disruptor Force Cannon on 
Spider Mount w/opp......... 


Marine Corpsman, Tech & 

RTOS Strieber ce eet 
Flyer Marines w/Jet Wings (2) . 
Uni-Wheel War Cycle, Torpedo 


Uni-Wheel War Cycle, 
Recon/Attack Weapons 

Veteran Marines Old Salts (3) 
Flamer Marines (3) 


Missile Pod on Spider Mount 


Universal Carrier w 
Flex:'Gunice Opp... ate 


Figure Scale =. 25mm ; : 2 : : i : bs Universal Carrier w/Missile 
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(} Rasim STAR-KHAN __ 


CYB-ORCS 


Sculpted by Bob Murch 


CYB-ORC Command 
Group (3) 

CYB-ORC Scout Team (3) 
CYB-ORC Medium Attack 
Group (3) 

CYB-ORC Assault Team (3) 
CYB-ORC Heavy Support 
Team (2) 

CYB-ORC Mono-Tracked 
Assault Gun 


5036 Cyb-Orc Destructor-Mantis 
Shredder (2) 

5037 = Cyb-Ore Destructor-Pile 
Driver (2) 
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DESTRUCTOR 
|| COMMANDOS > 


Sculpted by Bob Murch 


Destructor “Tempest” (2) 
Destructor “Typhoon” (2) 
Destructor “Black Widow” (2) 
Destructor “Spitfire” (2) 
Destructor “Hunter” (2) 
Destructor “Fury” (2) 


Figure Scale - 25mm 


STAR-KHAN | 
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4 


|| Kafm staRKHAN 


ACCESSORIES 


5026 Universal Carrier Accessories 
5027 Marine Weapons, Casualty 
5028 Destructor X-tra Weapon Arms 
S057 = Cyb-Ore Weapons, Casualty 
5058  Cyb-Ore X-tra Weapon Arms 


Bx 


be s = ee tea j id 
ies, Ree Hie 2 Sea” 
“ay eo ee ad nn ae the, GG My 
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5063 


SPACE MERCS 
& PRIVATEERS 


SPACE MERCS & PRIVATEERS 

by Bob Ridolfi 

5061 = Merc Command, Standards (3) . 
5062. Merc Assault Team (3)........ 
5063 Merc Force Recon (3)......... 
5064 ~—— Privateer Command, Standard 


(3) fitter, oe ee tee 
Privateer Boarding Party (3)... . 


Figure Scale - 25mm 


i= 


Rafm Historical 


20mm WORLD WAR II ORDINANCE 
by Bill Schwarz 


6850 


6851 


6852 
6853 
6854 
6855 
6856 
6857 
6858 
6859 
6860 


6861 
6862 
6863 


6864 
6865 


British Universal Carrier, 

MK-II (Bren Gun Carrier) ..... 
British 6 Ib MK-IV, Anti-Tank 
GUD sac ake ec res hiv erereinae ls 
Ui [ea sere iis 710 ser eteae aoe 


British MK-VI b/c, Tank ....... 
WS:M5 Stoart; Tinker... - 25.2: 
Stuart M8 GMC (75mm) ...... 
RSO, German Tracked Truck .. . 
75mm IG-18 German 

RrafaM ery GHD oie, = esac siegrap cro tce soe 
French H-39, Tank ........... 
R-35 Renault, Tank........... 
Panzarjager RSO 

(7SeniRailiaD) oo. atta atch 
German 75mm Pak 40 ........ 
German Anti-Tank Gun 

SOM PAKS Si eee neal cn ssenseruians 


we COMMAND 
we DECISIOND, 
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Series Game 


This equipment is 20mm in scale. Pictured 
kits are not necessarily shown in actual size. 
Assembly is required on these kits. 


(One Tank, Two Turrets 
per package) 
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*To Be Released in March 


PLATOON 20 


Rafm is proud of the arrival of this companies figures 
to our historical miniature collection. 

"Platoon 20" is a popular historical miniature manufacture 
in Great Britian, they have produced a high quality 
range of figures, in a 20mm scale, for many years. 

We will be presenting the figures in March 1991 for the 
North American market. They will be presented on a 
blister card. 

Contact your local hobby store for the arrival of this 
fine product. 


WHITE META 


20mm PLATOON 20 WWII 


6901 
6902 
6903 
904 
6905 
906 


6907 
6912 
6913 


6914 


6920 
6921 
6922 
6923 
6924 


Ger-Unit Attacking (9 assorted) . 
Ger-Hvy Weapons (10 assorted) . 
Ger-Unit Marching (9 assorted) . 
Ger-Winter Gear (9 assorted) ... 
Ger-Unit Firing (9 assorted)... . 
Ger-Assault Engineers 

(9 assorted) 

Ger-Command (9 assorted) .... 
Amer-Unit Inf (9 assorted) 
Amer-Light Weapons 

(9 assorted) 

Amer-Hvy Weapons 

(10 asssorted) 

Rus-Unit Inf (9 assorted) 
Rus-Inf/Great Coats (9 assorted) 
Rus-Sailors (9 assorted) 
Rus-Hvy Weapons (9 assorted) . . 
Rus-Specialist Unit (9 assorted) . 
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MMMs33 SMEAGOL & DEAGOL, 


MMMs4 RADAGAST THE WIZARD \EMMSS 


MMMzk6 BEORN AS BEAR 


a nae ee 


MMM37 BEORNS ANIMALS, DOGS 


Figure Scale - 25mm 


MMM&9 BEORNING LORD MIMM91 WOODMEN ELDER 


MMM90 WOODMEN MMM9?2 WOODMEN ANIMIST 


MMM88 BEORNING FIGHTER 


YQichriL 
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Mount Gundabac 


Figure Scale - 25mm 


MMM95 SAVIGA, THE KINGS CONSOR’ 


MMMY93 ZALG, GOBLIN KING MMMo4 URUK-HAI GUARDSMEN 


MMM99 KARAGAT THE HIGH PRIEST 


MMM9s ORCISH SOLDIERS 


MMM96 AKARGIN THE WARLOCK 


\IMM97 URUK-HATL IMPS 


\IMM100 MANNISIL SLAVES MMMI102 BRALG ‘THE INSANE 


MMM101 ORC SERFS 
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Mirkwood 


Figure Scale - 25mm 


MMM103 GIANT SPIDER MMML105 HUINEN THE SEER 
MMMI08 THE SILENT SHADOW 


MMM104 BILBO AND TWO DWARVES 


MMM106 ARIEN ELVEN MAGE MMM107 LACTIGLIN TH: ANEMIST 


MMMII1 DWARVISIESCOUT 


MMM110 FEMALE WARRIOR 


MMM112 NORTIMAN BARD 


MMM109 WEREWOLF 


At the Sign of the Prancing Pony 


MMM114 SEATED CARD PLAYERS 


MMM116.— DRINKING COMPANIONS 


-MMM119 POT BOY AND DOG 


MMM122 TABLES, CHAIRS, ETC 
1 


MMM113 STRIDER.FRODO, & SAM 


Figure Scale - 25mm 


MMMILII15 SERVING GIRL & HOBBIT 


MMM117 SEATED MEN DRINKING 


MMM11&8 BILL FERNY & SOUTHRON SPY 


MMM120 PLUTE PLAYER & GIRL 


‘MMM121 —_ DRUNKEN MEN 
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The Fellowship of the Ring 


MIMM123 PRODO AND SAM 


MMM124 STRIDER MMMI125 GANDALF 


"MMM129 MERRY & PIPPIN 


MMM126 LEGOLAS MMM127 GIMLI MMM128 BOROMIR 


Figure Scale - 25mm 


MMM130 LONGBOAT & CREW MMMI131 MASTER OF LAKETOWN 
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\MMM135 LAKETOWN ADVENTURER 
MMM133 LAKETOWN GUARDSMAN 
Figure Scale - 25mm 


MMM134 RAPT ELVES 


PERSONALITIES == 


OF THE THIRD AGE 


M136 The mirror of Galadriel M139 Aragorn & Arwen 


M140 Great Eagle 
M143 Elrond & the Ring of Air M144 Riddles in the d@k 
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DURINS FOLK 


THE DWARVES OF MORIA AND EREBOK 


a. 


M16! Dis (dwarf maiden) ; 
ho 


Ar *» 


: 
Figure Scale - 25mm 


Fangorn Forest 


MMM185 TREEBEARD. MERRY & PIPPIN MMM186 QUICKBEAM MMML87 SKINBARK 
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MMM194 FEMALE BANDIT 


MMMI1&9 ENTING 


MMM190 HUORN (KILLER TREE) MMMIS8 


Figure Scale - 25mm 


\ . JEN ELVEND HEAL ’ INDIN BANDIT CHIEF ie Pai aa 
me Pe cle ee MENDES Ranereene MMMI193. BANDITS OF TIR LIMLIGHT 


Minas Tirith 


City of the Kings 


MMM195 DENETHOR, GONDOR STEWARD MMM201 GONDORIAN MOUNTED OFFICER MMM200 


FARAMIR AT OSGILIATH 
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MMM199 GONDORIAN ROYAL GUARDS (2) 


MMM197 GONDORIAN OFFICER 


MMM204 GONDORIAN NOBLEMAN 


MMMI198 GONDORIAN INFANTRY (2) MMM202 IORETH THE HEALER MMM196 PIPPIN & BERGIL IN GONDOR 


Elves of Lorien 


Figure Scale - 25mm 


©MMM205 GALADRIEL ON THRONE 
MMM 206 ELF MAIDENS 


MMM208 AMROTH OF LORIEN 


MMM?211 CELEBORN ON HORSE 
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MMM214 LORIEN SWORDS MAN 


MMM209 NIMRODEL 
MMM210 LORIEN GUARDIAN/GUIDE 


MMM212 ELVISH FEMALE ADVENTURER 
MMM213 LORIEN SPEARMAN 


MMM207 LORIEN BOWMAN 


Turin Turambar 


(part1) 
Figure Scale - 25mm 


MMM215 TURIN THE OUTLAW MMM?216 MORWEN AND NIENOR MMM217 THINGOL OF DORIATH 
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MMM220) TURIN DREADITELM MMM218 OUTLAW OF TEIGLIN MMM224 GWINDOR 


MMM219 MIM AND IBUN 


MMM2??21 BELEG STRONGBOW MMM?222. MORGOTH ORCS (2) 


1MM136 MIRROR OF GALADRIEL Figure Scale ss 25mm 


1MM137 CELEBORN 

1MM138 SARUMAN & THE PALANTIR 
1MM139 ARAGORN AND ARWEN 
IMM140 THE GREAT EAGLE 

AMMI41 THE GREAT GOBLIN 

IMMI142 GLOREFINDEL 

AMM143 ELROND & THE RING OF AIR 
IMM144 RIDDLES IN DARK 

IMM145 MOUTH OF SAURON 
4MM146 MOUNTED NAZGUL 

AMM147 NARZGUL ON FOOT 

AMM148 OLAG-HAL TROLL 

IMM149 HALF-TROLL COMMANDER 
IMM150 URUK 


MMM161 DIS. DWARVEN MAIDEN 
MMM162 ADVENTURER ON PONY 
MMM163 DWARVEN ADVENTURER 
MMM 164 DAIN IRONFOOT & AZOG 
MMM165 ERIBHEN AND RUIL 

MMM166 TUGHAIB OF THE SPIRITS 
MMM167 WALKING DEAD 

MMM168 GHOULS 

MMM169 WIGHTS OF TUGHAID 
MMM170 SCAMMER, DUNLAND SCOUT 
MMMI171 DUNLENDING SHAMAN 
MMM172 LESSER GHOST/UNDER DEEP 
MMM173 SKELETONS OF UNDER DEEP 
MMM174 CAVE TROLL OF UNDER DEEP 
MMM175 SARUMAN AT ORTHANC 


ps ee ae EE Oe ENTREE MMMI76. GANDALF IMPRISONED @ORTH- 
eam MMM227_ BILBO BAGGINS ANC 

A MMM228 GANDALF THE WIZARD MMM177_—- DUNLENDINGS OF ISENGARD 

MNES: 2 HEAD AN EY MMM229 — THORIN THE DWARF MMM178. — UGLUK URUK-HALORC 

IMM ee MMM230 MASTER ELROND MMMI79 HALE ORCS 

paper casinioltec al hs se MMM231 THE GREAT GOBLIN MMMI80 HALE ORC CAPTAIN 

: ae nee RRS MMM232 GOLLUM MMMI181 — WORMTONGUE SARUMAN’S SPY 

Pl NM mr os MMM233 BEORN MMMI82 —- MANNISH CAPTAIN OF ORTHANC 
MIMM234 ELVEN KING MMMI§3 WHITE HAND ORC WITH MERRY 


MMM235 BARD OF LAKE TOWN MMM184 WHITE HAND ORC WITIE PIPPIN 
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FC-O] Crusaders. 


rusaders Ill 


FC -05 Crusaders IV 


_FC-07 Crusader Combat Savad 


= 10 levy Command Group 


EC EOR Leviae: 


WHITE META 


i 


7 (St FC -O2 Crusaders Il 
Armies | / = 


FC -04 Templars 


— are 


EC - 06 Crusader Support Group 


11 Levy Support Group 


FC- 18 Levy Grenadiers 


VHITE METAL 


FC -12Templars!l 


FC- 1 5Hospitallers 


FC- 16 Oerlich TwinLCF/75 Cannon 


FC- | 7 Hospitaller II 


FC-23 Levy Clearance Squad 


FC-21 Crusader-Veterans 
gure Scale = 25mm FC-22 Levy Veteran Command 


Page 114 ALTERNATIVE ARMIES 


FC- 


SK -01 Space Goblins _ 


SK -06 Drop Troops 


FC - 28 Crusader Counter Insurgency 


WHITE META 


FC - 20 Crusader Veteran Command 


SK -02 Shia Khan Infiltrators 


SK -O4 Shia Khan Baillemesiar SK -05 Shia Khan Battlemaster 


SK-O7 Pioneers 


SK - 09 Infiltrators Il 


SK- 10 Infiltrator "A’ Team 
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SK - 14 Priam Legion 


SK - 15 Psychoborgll 


SK - 17 Legion Assault Squad 


SK- 19 Lycanthropes 


DH-04 High Dwarf 
Figure Scale - 25mm DH- 03 Fnorr The Big'un 
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DH-0O1 Dwarfs DH -02 Gnome Legion 


DH -06 Dwarf Missile Troops 


OH-0O2 Hobgoblin Raiders 


OH - 06 Dog Soldiers 


OH-05 Wolf Cavalry 
Figure Scale - 25mm 
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OH- 08 Orc Desecrators 


OH -07 Wolf Cavalry II 


OH-09 Ore Command 
DH -O7 Dwarf Cavern Fighters 


1] Ore Fanatics 


OH- 13 Goblin Warriors 


OH- 12 OrcElite 


OH - 15 Goblin Elite 


OH- 14 Goblin Archers 
Figure Scale - 25mm 


i See 


OH- 16Dog Warriors 
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CE-02 Sorceress & Mounted Tribune 


CE -04 Elf Guard Dragoons 


CE-OS Elf Guard Dragoon Command 


CE-O7 Elf GuardLancers 
Figure Scale - 25mm 


CM-O9 Milesian Warriors 
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CE -O9 Elf Guard Cuirrassiers - 1OElf Guard Infantry Command 


CE- 11 Elf Guard Infantry __ CE- 12 Elt Knights 


CE - 14 Throne Of The Empress 


_ CM-O1 Sidhe CM -02 Sidhe Heroes 


CM - 03 Sidhe Clan Warriors CM -04 Fomorian Sea Deamons 
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CM-05 Fomorian Lord 


CM- 07 Fomorian Stormwarriors 


CM-10 Milesian Command 


CM- 14 Sunwarriors 
Figure Scale - 25mm 


WHITE META 


CM-08 Milesians 


CM- 11 Milesian Hero Charriot 


CM- 13 Fomorian Soldiers 


CM- 15Fionn Mac Cumhail 
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CM- 16 Fomorian Blades 


VNT-03 ‘Orrid Ogres 


VNT -04 The Risen Dead 


VNT -06 Deamon, Harpy, & Werewolf 


VNT-O7 Lizardmen 


VNT - 08 Grizzly Owls 


VNT - 09 Trolls 
Figure Scale - 25mm 
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VNT - 10 Zombies VNT- 11 Zombies II 


- ]2 Eternal Guard Command YNT- 13 Skeleton Warriors 


VNT- 14 Skeleton Archers VNT - 15 Skeletons Polearms 


VNT- 16 Skeleton Command 


VNT- 17 Griffin 


VNT- 18 More Orrid Ogres 
Figure Scale - 25mm 


VNT - 19 Ogre Heavy Cavalry 
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VNT- 20 Anti-Paladins : VNT- 21 Vampire Legion 


VNT-22 Manticore 


FF -O1 Crusader Platoon HQ. 


FF -O3 Crusader Riflemen FF-04 Crusader Point 


— FF-05 6mm Crusader Citymap Unit 
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FF -O9 Khan Legion Unit Offence FF - 10 6mm Khan Legion Citymap Unit 


FL-O1 The Doomgarde FL -0O2 Doomgarde Command 


FL-O3 Berserkers FL-O04 Lore Lords 


FL - 05 Eastern Horse Warriors FL-06 Eastern Horse Lords 


FL-O7 Knights Of Dresda FL-08 Mercenaries Of Dresda 
Figure Scale - 25mm 
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FL-O9 Braves Of The Plains 


FL- 10 Winter Knight Of Dresda 


FL- 11 Wizards Party 


FL- 12 Dresdan Foot 


FL- 13 Adventurers 


DW -O] Cahlabrimdon Dwartbane 


DW - 02 Grithnarr Famine-Bringer 
igure Scale - 25mm 
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KOl HELIONS B 


Kryomek Aliens - 25mm Scale 


KO2 WARRIOR WITH SINGLE MOLECULE BLADE AND BIO-ACID SPRAY (2) B 
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KO3 WARRIOR WITH BIO-ACID JET (2) B 
Kryomek Aliens - 25mm Scale 


Kryomek 25mm Miniatures 
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KO5 WARRIOR WITH TWO SINGLE MOLECULE BLADES (2) B 
Kryomek Aliens - 25mm Scale 


KO6 WARRIOR WITH SINGLE MOLECULE BLADE (2) B 
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KO7 WARMASTER WITH SINGLE MOLECULE CLEAVER AND PLASMID CLOUD DUSTER B 


Kryomek Aliens - 25mm Scale 
KO8 WARRIOR WITH SPORE LAUNCHER (2) B 
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Kryomek Aliens - 25mm Scale 
KO9 WARMASTER WITH CORRODER LANCE B 


_KOQ10__HELIONS, TAILED WITH ALPHA CARAPACES __ A __ 


KOll HELIONS, TAILED WITH BETA & GAMMA CARAPACES A 
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KO12_ HELIONS WITH ALPHA CARAPACES A 


Kryomek Aliens - 25mm Scale 


KO13_ HELIONS WITH BETA AND GAMMA CARAPACES A 
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Kryomek Aliens - 25mm Scale 


KO1l4 HELIONS WITH BETA AND GAMMA CARAPACES A 


KOIS HELIONS WITH ALPHA CARAPACES A 
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NO1 NEXUS MARINES A Kryomek 25mm Miniatures 


NOZ NEXUS MARINES A 


NO3 NEXUS MARINES HEAVY WEAPONS A 


NO4 NEXUS SWAT TEAM A 
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NOS NEXUS SWATTEAM A Kryomek 25mm Miniatures 


NO6 NEXUSSWATTEAM A 


NO7 NEXUS SWATTEAM A 


NO8 NEXUS SWAT TEAM HEAVY WEAPONS A 
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TAO] TALOS UNIT  B Kryomek 25mm Miniatures 


TAO2 TALOS UNIT B 


TAO3 TALOS UNIT B 
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TAO4 TALOS UNIT B Kryomek 25mm Miniatures 


TAOS TALOS UNIT B 
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Kryomek Sci-Fi Vehicles for 
use with 25mm Miniatures 


NV1 ASSEGAI BATTLE TANK OD 


NV2 THUNDER CLOUD BATTLETANK D 


NV4 DARKORGRE ASSAULT GUN D 


NV3 NOMAD V4 BATTLETANK D 


NV6 OGRE 234 ASSAULT GUN D 


NV5 CLOUD-ORGRE 2 D 
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NV7 SAND CARRIER4 D 


NV8 CLOUD CARRIER 405 D 


NV10 DARKSTORM SERIES III 
ROCKET LAUNCHER D 
NV9 CARRIER 209 D 


NV12 
STORM SERIES IV ROCKET LAUNCHER D 


NV1l CLOUD DART II ROCKET LAUNCHER D 


Kryomek Sci-Fi 
Vehicles for use with 
25mm Miniatures 
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Kryomek Sci-Fi Resin 
Scenery for use with 
25mm Miniatures 


NB1 COMMAND DOME WITH SENSOR TOWER E 
NB2 COMMAND DOME WITH TURRET 
MOUNTED HAK 10 10 CANNON E 


NBS HEAVY GUN BUNKER 
NB3 HEAVY GUN BUNKER WITH AUTO CANNON jt 
WITH MISSILES E 


NB6 HEAVY GUN BUNKER WITH 
: VECTOR 12 MISSILE SYSTEM 

NB4 HEAVY GUN BUNKER E 
WITH HAK 2000 HOWKZER a) 


LIGHT GUN BUNKER 
c 


NB7 


NB8 LIGHT FLAK BUNKER 
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NB9 SQUAD BUNKER 


Kryomek Sci-Fi Resin 
Scenery for use with 
25mm Miniatures 


NB10 DESTROYED BUNKER B 


NBIS HOSPITAL DOME D 


NB1ll LANDING PAD WITH VTO 
STRATO-SHERIC VEHICLE E 


NB16 POWERDOME Cf] 


m NB12 LINKING CORRIDORS x B 
NBI7 ANTI-MISSILE SILO A 


| NB13 3 WAY ACCESS LINK A 
NB18 OBSERVATION SENSOR TOWER 


NB1l4 STRATEGIC MISSILE SILO D 
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NTI CRATERS A Kryomek Sci-Fi Resin 
Scenery for use with 
25mm Miniatures 


NT2 BOMSHELL CRATERS A 


NB23 ADVANCE GUN TOWER 
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Kryomek Sci-Fi Resin 
Scenery for use with 
25mm Miniatures 


NB20 VECTOR 7 
DEFENCE TOWER E 


NB21 CLUSTER ROCKET 
DEFENCE TOWER 5} 


NB22 AUTO FLAK 
DEFENCE TOWER E 


NBI9 ADVANCE HEAVY GUN TOWER iB 


NB25 AUTOMATED 
SENTINEL TOWER A 


NB24 ADVANCE TOWER 
WITH V12 MISSILES B 


NB26 SECURITY TOWER A 
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CxLreArsrsS 


Kryomek Sci-Fi 
Vehicles for use with 
25mm Miniatures 


RCO] RAVEN SCAVENGER 
ALEPH 2.1 EB 


MARINE FIGURE 
NOT INCLUDED 


RCO2 RAVEN SCAVENGER | 
BETA E 
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Kryomek Sci-Fi 
Vehicles for use with 
25mm Miniatures 


HC03 HELCAT “LOKI” A 


HC02 HELCAT “FURY” A HC0O1 HELCAT “CERBERUS” A 


NSO4 VALKYRIE STORMSTRIDER 4H 


NSOS TIAMAT STORMSTRIDER H 
MARINE FIGURE NOT INCLUDED 
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NSO1 


GLADIATOR STORMSTRIDER H 


NSO3 FENRIS STORMSTRIDER H 


Kryomek Sci-Fi 
Vehicles for use with 
25mm Miniatures 


MARINE FIGURE NOT INCLUDED 


NSO2 GOLIATH STORMSTRIDER 4H 
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FAO2 MUSHROOMS (4 PIECES) A 


PCO4 CLASSICAL PILLAR PCO3 SOLOMONIC PCOS SKULL PILLAR 
(3 PIECES) A COLUMN (3 PIECES) A (3 PIECES) A 


Fantasy Resin Scenery 
For use with 
25mm Miniatures 


PCO2 MARBLED PILLAR PCO1 STONE PILLAR 
(3 PIECES) A 
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DAO1 DAIS’ (3 PIECES) A 


Fantasy Resin Scenery 
For use with 
25mm Miniatures 


DAQ2 


SKULL FOUNTAINS 
(2 PIECES) B 


DAO3 
COFFINS (6 PIECES) A 
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ITO2 
BARRELS (6 PIECES) A 


Fantasy Resin Scener 
For use with 
25mm Miniatures 


ITO] 
BEDS (5 PIECES) A 


DAO4 
URNS (6 PIECES) 


HITE METAL 


ITO3 
CRATES (6 PIECES) A 


'antasy Resin Scenery 
For use with 
25mm Miniatures 


ITO4 BAR 
(2 PIECES) A 


ITOS5 *TWO SIDED 
DOOR & SIGN 
FIREPLACE & TAPPED 


BEER KEGS (2) 
A 
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ITO6 
*CIRCULAR 
TABLE, 
OBLONG 
TABLE, 

2 x CHAIRS, 
2 x BENCHES, 
GOBLETS, 
TANKARDS, 
TRAYS 

& BOTTLES 


FAO] GRAVES 
(6 PIECES) A 


FAQ3 

- ADVENTURERS 
CAMPSITE 

(4 PIECES) A 


Fantasy Resin Scenery 
For use with 
25mm Miniatures 
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DBO1 STONE FLOORS (6 PIECES) B 


Fantasy Resin Scenery 
For use with 
25mm Miniatures 


DBO3 
STONE STAIRS © 
(2 PIECES) B 
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DBO2 WOODEN FLOORS (6 PIECES) B 


Fantasy Resin Scenery 
For use with 
25mm Miniatures 


DBO4 
RAISED STONE 


WALKWAYS 
(2 PIECES) B 
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DGO1 
SINGLE DOORS 
(6 PIECES) A 


Fantasy Resin Scenery 
For use with 
25mm Miniatures 


DGO2 
DOUBLE DOORS 
(5 PIECES) A 


SKULL GATE 
AND ALTAR A 
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FTO1 
DEVIL HEADED 
THRONE B 


Fantasy Resin Scene! 
For use with 
25mm Miniatures 


DGO4 
CYCLOPEAN 
UNDERWORLD 
PORTAL C 


DGOS CYCLOPS GATE A 
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SCO4 
CAVE ENTRANCE 
AND ROCK POOL A 


intasy Resin Scenery 
For use with 
25mm Miniatures 


$CO5 
BRIDGE AND 
STEPPING STONES A 


SCO6 
RAMS 
SKULL ENTRANCE A 
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SCO1 CAVERN FLOORS (6 PIECES) B SCO2 CAVERN RIVERS (6 PIECES) B 


Fantasy Resin Scenery 
For use with 
25mm Miniatures 


SCO3 STALAGMITES (3 PIECES) A 
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BGO1 PAVISE (6 PIECES) A Fantasy Resin Scenery 
For use with 


25mm Miniatures 


BGO2 MANTLET (2 PIECES) A 
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BGO3 WALLS&GATE H 


Fantasy Resin Scenery 
For use with 
25mm Miniatures 


BGO4 *PALLISADE ie 
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BGOS *CHEVEAUX DE FRISE (4 PIECES) 8B 


Fantasy Resin Scenery 
For use with 
25mm Miniatures 


BGO6 SPIKED PITS (6 PIECES) B 
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Tech 3055 Clan Innersphere Refits 


25 |M.P.L,8x ERS.L. 2339323 
80 ]2 x AC/10 UI, MG, 2 x CASE 7285521 
40 JERLL,ERS.L., 4x LRM 5, 2x CASE 3566328 
45 JERML.,ER S.L.2 x M.P.L,4 x SRM 2 Str, 2x CASE 3675547 

4883125 
35 |SRM 4 Str, 2x SRM 6, CASE 4102031 
80 |2x ER PPC, 5x M.P.L.,SRM 6, CASE 6643333 
85 |3xERPPC,2xMP.L.4xERSL. 8460885 


Phoenix Hawk |IC 
Griffin 1IC 
Shadow Hawk IIC 
Rifleman IIC 


20 |3 x LRM 5, CASE 
30 |L.P.L.,2x ERM.L., 5x MG, CASE 
35 |L.P.L..2x M-P.L. 
Hellhound 50 |L.P.L.,2 x ER M.L.,2 x SRM 2 Str,CASE 
Goshawk 55 |L.P.L.,3 x M.P.L.,2 x SRM 2 Str,3 x MG,2 x CASE, TargCom 
Galahad 60 |2 x Gauss 2 x CASE 
Viper 75 |2xL.P.L,2xM.P.L.,4xS.P.L, MG, CASE, TargCom 
Behemoth 100 |2x L.P.L., 2x Gauss, S.P.L., CASE 
Kraken 100 | 10 x AC/2 Ultra, 4 x MG, 3 x CASE 
Innersphere Mechs 
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Fireball ALM-7D SRM 2 Str, MG 11 
Dart DRT-3S 3xS.P.L. 9 
Tarantula ZPH-1A SRM 2 Str, 2x M.L. 8 
Battlhadawk BH-K305 30 |SRM 2 Str, 3x M.P.L., AM Sys 5 
Hitman HM-1 30 |3 x M.L., LRM5, Guard, MASC Beagle,Art IV, TAG 7(14) 11(14) 


Jackal JA-KL-1532 30 }ER PPC, AM Sys, SRM 2 Str 11 
Scarabus SCB-9A 30 | Guard, 2x M.L.,2xS.L., Hatchet, TAG 
Hollander BZK-F3 35 |Gauss 

Venom SDR-9K 35 |4xM.P.L. 

Daimyo DMO-1K 40 JER PPC, 2xM.L.,SRM6 
Watchman WTC-4M 40 |L.L.,2xM.L.,2x MG, CASE 
Komodo KIM-2 45 110 x M.L..2 x AM Sys, TAG, Guard 
Snake SNK-1V 45 |LB 10-X, 3 x SRM 2 Str, CASE 


Stealth STH-1D 45 |SRM 6, SRM 2 Str, 2x M.L., MASC, Beagle 


Huron Warrior HUR-WO-R4L Gauss, ER L.L., M.P.L. 
Hatchet, L.P.L, 2x M.P.L., S.P.L. 
2xLRM15, 2x Art IV,2x S.P.L. 
LRM20, SRM6, ER _L.L.,AM Sys, M.P.L., CASE 
L.P.L., 2x M.P.L. 


Nightsky NGS-4S 
2xL.P.L.,2xM.L., Guardian 


Apollo APL-1M 
Grim Reaper GRM-R-PR29 
Gauss, L.P.L.,3 x M.L., SRM6 

70 |ER PPC, 2 x AC/5 Ultra, LRM 5, M.L., CASE 
70 }ER PPC, 2xL.Lb.,2xM.P.L., S.L. 
70 JER PPC, LB 10-X, SRM 2 Str, AM Sys, M.P.L, 2x S.P.L.(R) 
70 |AC/20, LRM 5, 3x M.P.L, CASE 
75 |6xM.L.,2xLB-10X, 3x LRM5, 2 x CASE 
75 JER PPC, 4 xM.L., Gauss 
75 J2xERLL., 6x M.P.L., AM Sys 
75 }2x LRM10, 2x Art IV,2x ERL.L.,2xM_L., MPL. 
75 | Gauss,2xSRM 2 Str OS,L.P.L.,2xM.P.L.,S.P.L.(R),AM Sys Guard 
80 |3 x LAM20, 2x CASE, 2x MLL. 
85 | Guard, 2 x Gauss, 2x M.P.L.(R),4 x ML. 
95 |LB 10-X, ER L.L.,LRM15, SRM6, L.P.L.,2x M.L., 2x CASE 
95 |2 x Gauss, 4 x M.P.L, AM Sys, 2x MG 
95 |C3, 3x LRM15, 3x Art IV, ER PPC, 2x CASE 
100 | Hatchet, ER PPC, Flamer, 2 x L.P.L., AM Sys, Guard, MASC 
100 | 2xLPL,LRM15,2xSRM6,2xSRM2StrOS ,3xArtlV 2xMPL,2xSPL(R), AMS} 
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20 69 
24 71 3698500 
22 104 
4168979 
5197417 
5127417 
5529375 
5716875 
4354375 
6158125 
5084375 
5783833 
5490375 
7199708 
6779708 
7125750 
10021458 


Gallowglas GAL-1GLS 
Hercules HRC-LS-9000 
Thunder THR-1L 
Bandersnatch BNDR-01A 
Falconer FLC-8R 
Penetrator PTR-4D 
Rakshasa MDG-1A 
War Dog WR-DG-02FC 
Salamander PPR-5S 
Gunslinger GUN-1ERD 
Albatross ALB-3U 
Cerberus MR-V2 
Naginata NG-C3A 
Berserker BZR-A3 
Grand Titan T-IT-N10M 
Tech 3055 Clan Omnimechs 
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Phantom Weapon Configerations as below: 5174219 

Primary Config ER M.L.,Guard,LRM 5, TAG, ER S.L., Beagle 1249609 
4xERS.L.,2xLRM5,ERM.L.,ER S.L.(R) 429297 
2x SRM4, ER S.L.(R), ER M.L., Beagle 
8xERS.L.,ERM_L., TargCom, ER $.L.(R) 
SRM 4 Str, ERS.L..3x ER MLL. 
Weapon Configerations as below: 
2x ER PPC, TargCom, ER S.L. 1402734 
2xLRM15,4xERM.L.,ERS.L(R) 1490234 
2xERL.L., LRM 10, SRM 4 1356250 
AC/10,3x ERS.L.,2xER ML. 1123828 
6xERM.L.,2x SRM 6 Str, ER S.L.(R), TargCom 1621484 
Weapon Configerations as below: 9624227 
2x ER PPC, SRM 4 Str, LRM 5, ER S.L.(R) 1885254 
2xERL.L.,2x ERM.L., LRM5, LRM15 1972266 
Gauss, 3x ERM.L.,ERS.L. 1421191 
AC/5 Ultra, MG, MG(R), Flamer(R), ER L.L., 3xER M.L., ER M.L.(A) 1901367 
4x SRM 6 Str,2x ERM.L., ER S.L.(R) 1679004 
Weapon Configerations as below: 11457375 
2x Arrow IV, 3xERS.L. 2626172 
2x Arrow IV,2xERM.L., ER S.L. ; . 3012891 
2x Arrow V, 3x ERM.L., ER SLL. 3237891 
2x Arrow IV, 2x ER S.L., SRM6 = 2819531 
2x Arrow IV, ER M.L.,ER S.L., SRM 4 2956641 


WHITE METAL 


A Guide To Tabletop Gaming with Miniatures 


Tabletop gaming with miniatures is 
one of the fastest growing facets of 
wargaming today, where players field 
whole armies of immaculately painted 
metal or plastic soldiers. 

Any battle in history can be refought 
using miniatures, from the Ancient era, 
Napoleonic wars, the American Civil 
War, World Wars One and Two, and the 
modern era. 

But the two most a genres of 
miniatures gaming are fantasy and 
science fiction, where only the imagina- 
tion is the limit. 

This book has been designed to be a 
guide to miniatures gaming, specifi- 
Cally to the fantasy and science fiction 


genres. 
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WHITE METAL contains: 

‘> Reviews on ten popular miniatur 
gaming systems 

‘>A guide to gluing metal figures 

‘> A quick but effective painting guide 

-)>Mass combat rules conversion f 
the BattleTech game by FASA 

-> Additional rules for FANTASY WA 
RIORS by Grenadier 

+> Thousands of black and white ph 
tos of commercially available mini 
tures, to aid players as they sear 
for figures to use in their armies 

->Manufacturers included are R 
Partha, Grenadier, RAFM,  Mithr 
Alternative Armies & Fantasy Forg 


Note: The miniatures pictured in this book are not toys, and < 
not suitable for children under the age of fourteen. 
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